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MESS-WITH-ME GLINT IN HIS EYES, THIS YOU*. [■ 
MONSTER SCOUT CHALLENGE HOPEFUL HAS A STYLE AND FASHION ALL HIS 
OWN. THE SCOUT RING THAT GLEAMS ON HIS FINGER IS PROOF OF HIS 
STATUS AS A MUNSTER SCOOT. BUT DOES THIS WILD CARD HAVE VllHAT r 


CHARACTE 



















THE COMMISSIONER OF THE MONSTER SCOW ORGANISATION. AND THE 


DOCTOR AND SCIENTIST. HE IS CREDITED WITH INDENTING THE 
. SCOOT RING. A MAN OBSESSED WITH ALL THINGS MONSTER- 


A MONSTER THAT TAKES THE FORM OF A WOLF PUP, WITH ARMOR PROTECTING 
ITS HEAD AND BODY. IT IS A MAGICAL CREATURE LIKE HO OTHER, FOR IT SPEAKS 
THE LANGUAGE OF HUMANS FLOENTLY AND BELONGS TO NO KNOWN MONSTER 
FAMILY. THE MYSTERIOUS INCARNUS WILL JOIN YOU ON VEUIR ADVENTURE— 
BUT WILL THE BEAST PROVE TO BE FRIEND OR FOE? 
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RELATED, HIS REAL MOTIVES FOR HOLDING THE CHALLENGE ARE 

STILL UNCLEAR. 
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STARTED 


You can also use the stylus to manipulate the menus on the lower 
screen. Just touch the menu you want to access with the stylus. 


requirement: 


Fulfil Solitaire 


Spells and Abilities 
Change Tactics 
Skill Allocation 


♦CONTROL PAQ 

Navigate menus/Move 

A BUTTON 

Select menu items/!nvestigate/Ta 1 k/0pen doors 

8 BUTTON 

Cancel in menus/Reset camera view 

X BUTTON 

Show main menu and commands - 

L BUTTON 

Rotate through menu windows/Rotate view left 

R BUTTON 

Rotate through menu windows/Rotate view right 

SELECT 

Son items weapons, skills, and monsters while viewing certain lists 
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THE MENUS 


Main Menu 


smjis * Jui^p 

Select this option to reach the abilities that the hero learns 
through his adventures. See below for descriptions of these 
abilities and how to obtain them. 


Select your hero to 
: r ng up the main 
nenii: 


FTSMi Select Items 
” cnng up a list of 
sms that you hold 
n hand. These items 
can be used at any 
pile or placed in the 
fag for storage. Go to 
te bottom of the I ist 
tc -;:ess the items in 
■cur bag. 


B5IN YOUR BAG CANNOT 

mmn in battle, 

mi m WILL FIND ALL 
IE SPECIAL ITEMS AND 
WMrm$, PLUS ANY ITEMS 
Wm TOO HAVE STORED EN 
pi MG. 

Mi UN SELECT AN ITEM AND 
WK T TO YOUR HAND, OR 
Ml •BALING ITEMS ON ONE 
& mm MONSTERS, BE SURE 
MCE? YOUR KANO STOCKED 
I *£NTY OF HEALING 
i FOR BATTLE. 


r MS SELL ITEMS AT THE 
; MACHINE LIKE 
HiSCOUTPOSTS, OR 
EIEPARTMENT STORE ON 
l m. YOU CAN ALSO 
[WEAPONS AT THE 
I SHOP IN THE DOMUS 
E SEWER. 



4 Strong iredicine 


4 Antidotal herb 


I Medicinal herb 7 


4 Strong medicine 9 


* Multi medicine 


4 Medicinal herb 


4 Panacea 


i Exodust 



rfyyrmey, 
Mcp^ | apl-e'- , 
Lv £0 


to. rr ec a tie 
Whack Warn 


SWITCH SUBSTITUTES 

NOT MY DO YOU BRING ALONG 
VOUR MAIN TEAM OF THREE 
MONSTERS, BUT YOU ALSO HAVE 
THREE SUBSTITUTES THAT CAN iE 
SWITCHED IN AND OUT ANY TIME 
YOU ARE NOT IN BATTLE. 

USE THESE MONSTERS AS 
ALTERNATIVES. WHEN A MONSTER 
GETS LOW ON HP OR MR 



^Dragon[Family 


VIEW LIBRARY 

SELECT THIS OPTION TO VIEW 
INFORMATION ON MONSTERS YOU 
HAVE COME ACROSS IN YOUR 
ADVENTURES, YOU CAN ALSO BET 
INFORMATION ON ANY SKILLS THAT 
ARE LEARNED BY YOUR MONSTERS 


HEAL ALL 

SELECT THIS OPTION TO AUTOMATICALLY REAL YOUR TEAM WITH HEAL SPELLS. 

QUICK SAVE 

QUICK SAVE ALLOWS YOU TO SAVE YOUR GAME ANYWHERE, BUT ONCE YOU LOAD THIS 
SAVE UP IT IS GONE, BE SURE THAT YOU DON'T LOAD A QUICK SAVE AND THEN TURN THE 
SYSTEM OFF. 


5 




























































Monster Menu 


KFnyy§$JK®^ 


If the selected monster has any spells that can be used outside of battle such as Heal or Zing, you can use them here. Use this 
option to hea 1 or revive any injured/dead monsters between battles. It is a good idea to have at least one healer on your team at all 
times,. 





fight on their own- You 


This allows you to change how each monster acts when you let them 
can select from the following: 



'Attock- 

Defcpce: 

Adlitr: 


Equipment 

Skats 
0ir<i Brain 
Attack foMt 


. 


13LG3 
3 536 


V Zcimfaiesblkght. 


:Cfagonsfr1ight 


Partii&n 


Halberd 


EQUIP 

IF YOU HAVE THE WEAPONS 
AVAILABLE, MAKE SURE YOUR 
MONSTERS ARE USING THEM, 
WEAPONS GIVE YOUR MONSTERS 
MORE ATTACK POWER. 


SWITCH SUBSTITUTES 

JUST LIKE FROM THE MAIN MENU, 
YOU CAN USE THIS TO BRINE IN AN 
ALTERNATE. 


SKILL ALLOCATION 

IF YOUR MONSTER HAS ANY SKILL 
POINTS THAT HAVEN T BEEN 
ALLOCATED, SELECT THIS OPTION TO 
DISPERSE THE POINTS. IT ISAGO00 
IDEA TO DO THIS AFTER YOU HAVE 
SYNTHESIZED A NEW MONSTER, SINCE 
THEY MAY COME WITH UNUSED SKILL 
POINTS. IF EITHER OF THE FUSED 
MONSTERS HAVE UNUSED POINTS, 

A QUARTER OF THE POINTS WILL BE 
PASSED ALONG TO THE SYNTHESIZED 
MONSTER. 


None 


— 




















































THE JETTIES 



To travel between the islands, you need to take the sea scooters parked at jetties around the 
outside of islands. Domes Ssie lies m the middle of the archipelago and connects to four of the 
islands by sea scooter routes. The rest of the islands are connected by more routes. Refer to tne 
map of the islands to see all of the ways that you can move between them (at the start of the 
walkthrough), 


THE HERO’S SPELLS AND ABILITIES 


ZOOM ^ 

i 

EVAC ^ 


WHISTLE ^ 

d 

VANISH M | 


EPflRTS YOU TO THE UST 
IUTP0ST YOU VISITED. 

IY WORKS OUTSIDE.) 



Complete the shrine on 
fcroph Isle and defeat the 
-n to receive a copy of 
to Zoom,' 


TELEPORTS YOU OUT OF TOWERS, 
CAVES, AND DUNGEONS. 


CALLS NEARBY MONSTERS WITH A 
CHEERFUL WHISTLE. 



ip* 

OffriMnium (oUected 

********** 

Belli**. Vow 

Numb»r oi HtoicUKI kou1*d.. 
Nuiikr oi SyjfHttflJBed. Mcnsiers: 

1316 

IT 

Tv-pes of Monsters faft-iend.«l 


*13 *11 *13 


vlS ail 5 V 17 

■f 17 a £ 

109 

“ime Spent Pd.vtniuriny 

13 4! 04 

Select c TpeU or ability. 


"iZowi ) Ttlepori 

r./ --— ■! lovers, 

; you aui of 
caves Aral 


Complete the shrine on 
Palaish Isle and defeat the 
moosifer to recede a copy of 
The Joy of Evac,' 



Complete the shrine on 
Celeste Isle and defeat the 
great dragon or Pert Isle and 
defeat the demon-at-arms to 
receive a copy of ‘Whistling 
for Dummies.’ 


HIDES YOUR PRESENCE FROM 
MONSTERS. 



Complete the final shrine 
on Celeste Isle or Fert Isle, 
depending on which island you 
completed first, to receive a 
copy of The Art of Vanishing/ 




























































CHESTS 

Alf around the islands, you come across chests with items inside. There are three different types of chests that you will find. 



BROWN CHESTS 


These hold lesser items or gold coins. The 
item inside is random and the chest will 
reappear when yon revisit that island. 



RED CHESTS 


These hold better items and they do not 
reappear The items contained within the 
red chests are listed in the walkthrough lor 
each island. 



BLUE CHESTS 


^ the 

d 10 of I 
nd 10. 

— 


These chests hold darkonium crystals. For the 
Monster Scout Challenge, you need to find 
these to qualify for the finals. After you find 
the rest can he sold for 3500 © each. 



SEEDS OF SKILL 

At night time only, shining seeds are scattered around the islands. Pick one up and use 
it on a monster to give that monster three skill points, These items regenerate upon 
later visits to the island. Refer to the island maps to find the locations of these seeds. 


NIGHT AND DAY 


As time passes, day becomes night and night becomes day. There are some key differences between the two times as explained 
in this table: 


Event/Object 

Day 

Night 

Enermes 

Enemies appear based on danger level of the island 

SEiehtlv stronger enemies appear 

People in town 

Awake and working 

Some are asleep 

Rival Masters 

Out and about 

Do not appear 

Seeds of Skill 

Not available 

Appear 

Department Store on Domus Isle 

Open 

Closed 

Pirate assault 

None 

Yes 
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THE SCOUTPOST 



Most of the islands have a scoutpost where you can heal your monsters for free, save your game, and much more. The following 
utilities are available in each scoutpost: 

* 


When you investigate an information desk, your team is automatically healed. You also 
have the following options: 


SAVE 

Save game data to the adventure log. Unlike Quick Save, once you have used this save the 
information is saved forever. 

REST 

Rest for a while to pass time betv^een night and day. There are different monsters available 
at night, plus skill seeds populate the islands after dark. 

CHANCE 

ENCOUNTER 

Use OS Wireless Communications to activate Chance Encounter mode. See the section on 
Chance Encounter later in this guide for more information. 

HELP 

View information on the Monster Scout Challenge. This gives you the basic rules and info on 
the MSC. 

EXIT 

Select this.to leave the desk or just press B. 


Gold Bank ATM 



Here you can deposit your ©for safe keeping. You can also withdraw ) if you reed to 
purchase something. If you fall in battle, you lose half of the money you were carrying, so 
it is a good idea to deposit your money when possible. 


Monster Storage 



This is a place to keep the monsters you scout. Monsters En storage gain experience 
points as you fight, though not as fast as substitutes, and far slower than active 
monsters. You are only allowed to keep a total of 100 monsters. Here you can do the 
following: 


SWITCH 

MONSTERS 

Switch monsters between your team and those in storage. You can have up to three monsters 
on your current team. 

SUBSTITUTE 

Select up to three alternates to take with you as you explore. These monsters can be 
substituted Into your team at any time you are not actually fighting a battle. 

VIEW 

Select this when you want to see how all your monsters are doing. Monsters on your team are 
indicated with a flag and substitute monsters are shown with a two sided arrow. 


Select this to release a monster from storage. If you get close to the 10D monster limit you 
may want to release a monster or two to make room for new recruits. 

lillll^ 

View information on storage and substitutes. 

EXIT 

Exits monster storage, 
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Monster Synthesis 



Here you can combine two monsters to create a completely different monster This 
allows you to create some monsters that you won’t find elsewhere. See the section on 
synthesis later in this guide for more detail. Here you can do the following: 


SYNTHESISE 

Fuse two monsters together to create a different one. Select a positive arid negative monster 
to combine together or substitute one with a neutral monster — though two neutral monsters 
cannot be fused together. Then you have up to three choices of monsters to create. Once they 
are synthesized, you need to pick three skills to give to the newborn. 

SYNTHESIS 

PICKS 

Synthesise monsters using combinations recommended by our expert staff. Later in the 
same, the staff of Monster Synthesis Hives you suggestions on which monsters to synthesise. 

HELP 

Learn all about synthesising. 

EXIT 

Exits monster synthesis. 


Item Shop 




Each scoutpost has a vending machine that sells/buys items and weapons. Select 
Buy to purchase items and weapons With your hard earned 0, Select Sell to make 
some money off of items or weapons that you no longer want. Check out the items and 
weapons section in this guide for information on all of the stuff that you can buy from 
these shops. 




In the back room of each scoutpost there are fellow scouts lounging around and a 
bulletin board. Read the bulletin board to find out who is leading the challenge, plus 
get announcements and news on what is going on in the archipelago, 

You will also run across a scout at the side table. Talk to this scout to become friends 
and possibly trade monsters the next time you meet. 


MEDICAL CONSOLE 



On Infern Isle and the north side of Celeste lsle r you will find a Medical Console. 
Investigate these to fully heal your team. 
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SETTING STARTED 


MONSTER FAMILIES 


2 ;-4Fr6(i-frr 

Kcf^ F 

— i i ii ■■■II In—.... . 

suite 

ksneister 

M 

Traits 


-D .E to fc"quij>: 


* to synthesist: 

^Koffroac 

X 

Drc.cky 

i 

etc, 

-«VK& &f|: 

177 1 



There sre seven families of monsters found among the Green Bays archipelago. Each 
family has its own traits,, resistances, and effect on what new monster is created when 
synthesised. They are; 


ffnircn & 

mmS 


Hi 


mm ® 


MATERIAL! 


EMM) ® 


MONSTER STATS 

Hf-en you select a monster on the bottom screen, its information is shown on the top screen. It gives you the following information; 


BASIC INFORMATION 


ATTRIBUTE 

NOTES 

feme 

The monster's name 

."arge 

The monsters animal attraction (+ for positive, - for negative, and Q for neutral) 


| FAMILY 

THE FAMILY THAT THE MUNSTER BELONGS TO. 


Monsters are ranked in this order (from weakest to strongest} F-E-D-C-B-A-S-X. Sometimes, the rank letter is 

Tl'A 

followed by numbers such as +1 or+2. This means that the monster is a particularly Strong member of that 
rank, and the higher the number, the more powerful it is. 


Current level of the monster, 


Current HP/Maximum HP. When the current HP reaches zero, the monster can no longer fight until it is revived. 

■ 

Current MP/Maximuiri MP. Monsters consume MP when they use spells and abilities. 


u:nster attributes 



ATTRIBUTE 

NOTES 

-~r> Power 

The higher the number, the more damage the monster can inflict an an enemy 

l&z-rp 

The higher the number, the less damage the monster suffers when attacked. 


The higher the number, the faster the monster can attack, 


The higher the number the more devastating the monster's magic becomes. 

Easement 

The weapon that is currently equipped by the monster. 


The skill sets possessed by the monster. (Note; Skills are sets of spells, abilities, and attribute bonuses.: 


The total experience points accumulated by the monster. 

ESC J 

The number.of experience points needed to reach the next level. 

- £ Abilities 

Spells and abilities acquired. Check out our Spells and Abilities section for more information. 


Special characteristics of the monster type. 

fcssra rices 

Special resistances possessed by the monster. 

i 5 q 

Skills acquired by the monster, and their level of development. See our Skills section for more information. 

i Record 

A chart showing the monster's synthesis history with a generation or two of the original monsters that were fused to create the current monster 






























































EQUIPPING WEAPONS BATTLE 


There are seven different types of weapons that you will come 
across In your adventures; 


•SWORDS. 


arena 

to 


HAMMERS' 


W 

mm 

mm 



Be sure to equip your 
active team members 
with weapons to 
increase their attack 
power. Check out 
the Weapons section 
later in this guide for 
additional information 
or all of the weapons. 



Certain kinds of 
weapons may only 
be used by certai n 
monsters. You can find 
out which weapons a 
monster can equip by 
looking in the bestiary 
section of this guide, or 
by viewing the Library 
option in the main 
menu. 



As you explore most of the 
islands, you may discover 
monsters wandering 
around. If you touch one, 
you will enter a battle with 
that monster or team of 
monsters—up to three 
opponents, [f you can outrun 
the monster, you can 
avoid getting into a fight, 




Battle Menu 




Once you are in a battle, 
a new menu appears next 
to your team on the left 
side of the bottom screen. 
The opposing team shows 
up on the right side. 
Under each of your team 
members, you can see 
how much HP and UP 
they have left. Watch your HP. If it gets low, use a healing item 
or spell to replenish any lost hit points. 


SELECT IMS OPTION TO HAVE YOUR TEAM BATTLE THE ENEMY ACCORDING TO THEIR 
CURRENT TACTICS OR ORDERS. YOU ALWAYS NEED TO END WITH THIS OPTION TO START 
THE ROUND. 

msMSM 

ISSUE ORDERS TO THE MONSTERS IN YOUR CURRENT TEAM. SELECTING THESE OPTIONS 
GIVES YOU THE FOLLOWING COMMANDS: 


Attack 

Physically attacks a single enemy or multiple enemies if 
that monster’s weapon allows. 

Defend 

Ha Ives the damage received by the defender. You may use 
this option, if this monster isn’t doing much damage to the 
ene my or is running low on HP and can’t be healed. 

Spells/Abilities 

You can select one of the monster’s spells or abilities to 
use against the enemy, or on one of its teammates. 

Skip 

Press Y to have that monster fight on its own based on its 
current tactic. 



















































change the tactics of the monsters in your current team just like 

OUTSIDE OF BATTLE. 


TO SCOUT AN ENEMY MONSTER. WHEN SELECTED. EACH OF YOUR MONSTERS 
AN ENEMY. BUT THEY DO NOT DO ANY DAMAGE. THIS IS AN ATTEMPT TO IMPRESS 
SO THAT IT JOINS YOUR TEAM. THE STRONGER YOUR MONSTER IS. THE MORE 
YOU CAN USE PSYCHE UP UR THE OOMPH SPELL TO INCREASE 


BO 

I *.; H ITEM THAT THE HERO HAS IN HIS HANDS. THE ITEM WILL BE USEO BEFORE ANY 
CSTiNG TAKES PLACE THAT ROUNU. 

HB 

I mWMW TO ESCAPE FROM THE BATTLE, IF YOU ARE GETTING BEAT DOW! YBU HAY 
( *HT IS USE THIS OPTION TO SET OUT WITHOUT LOSING HALF YOUR MONEY, 





Sometimes an enemy 
may hit you with a status 
ailment, or an ally can 
cast a beneficial status 
effect on a teammate. 

You can also cast status 
ailments on the enemy. 

AH status effects go away 
after a battle and some 
even go away after a few 
turns. Here is a partial list 
of the status effects that 
you will encounter in the 
game. 




STATUS 

EFFECT 

TENSION 

Use the Psych Up ability to increase a monster’s tension, 
making its next attack stronger. There are four levels of 
tension increase: +5, +20, +50, and +100. Once you attack, 
your tension returns to normal. 

INCREASE 

A! TACK 

Use the Oomph spell to increase the attach power of a fellow 

monster for a few rounds. 

DECREASE 

ATTACK 

Lower an enemy’s attack power for a few rounds. 

INCREASE 

AGILITY 

Raise the agility of a fellow teammate. 

DECREASE 

AGILITY 

Make an enemy slower to attack. 

VULNERABLE 
TO MAGIC 

Decrease the enemy's resistance to offensive spells. 

POISON 

The victim loses HP after every action. It can he cured by using 

Sauelch or an antidotal herb. 

PARALYSIS 

The victim is unable lo move. It can be cured with iingle or a 

moonwort bulb. 

CONFUSION 

The victim becomes confused and will not follow orders for 

several turns. 

SHOCKED 

Frozen in fear, the victim can’t move for a round. 

SLEEP 

The victim fails fast asleep for several turns. 

FIZZ1F 

The victim is unable to cast spells for several turns. 

DANCE 

The victim gets bitten by the dancing bug, and refuses to obey 

any orders for one turn. 


Each type of monster has certain resistances that can block 
specific status ailments. For example, to be more effective 


against a monster that casts a confusion spell r use a monster 
that has the confusion proof resistance, 












































Experience and Skill Points 


After each battle, you are awarded experience points and : —the amount 
of each depends on the monsfer(s) that are defeated. For each island, the 
monsters that you face and how much experience and • 5 you receive are 
hsteb n each section of the walkthrough. This experience amount is divided 
among all of your monsters in your current team. Substitute monsters also 
get experience, but to a lesser extent, Monsters in storage will get a little 
experience, but not nearly as much as those in the field. As you reach 
certain levels of experience points,, your level goes up and your attribute stats 
Increase, At some levels you earn skill points according to the following table: 



i run 

SKILL POINTS 

LEV LL 

2-SKIILED MONSTER 

3-SKI LLEO MONSTE-J 

5 

5(5) 

J (?) 

8 

8(13) 

11(18) 

11 

6(13) 

8(26) 

15 

8(27) 

11(37) 

17 

6(33) 

8(45) 

20 

6(39) 

8(53) 

21 

10 (49) 

14 (67) 

25 

6 (55) 

8(75) 

26 

8 (63) 

12(87) 

30 

10(73) 

14(101) 

35 

8 (81) 

12 (113) 

38 

6(87) 

8 (121) 

39 

6(93) 

8 (129) 

40 

7(100) 

10(139) 

43 

8 (108) 

12(351) 

46 

8(116) 

12(163) 

47 

6 (122) 

8(171) 

50 

8 (130) 

11(182) 

54 

4 (134) 

6 (188) 

58 

4 (138) 

6 (194) 

62 

5(143) 

1 (201) 

65 

4 (147) 

6 (207) 

69 

6(153) 

8 (215) 

74 

6 (159) 

8 (223) 

79 

4(163) 

6 (229) 

84 

4 (167) 

6 (235) 

86 

4(171) 

6(241) 

91 

6 (177) 

8 (249; 

95 

4(181) 

6 (255) 

99 

6 (187) 

8 (263) 



Attributes 


(AttcL<=K- 

Ability: 

wisdom: 


EqLilprritnt 


Skills 


tef trite f&tist 


lUnttltocgtsd MW froirit: 


Toxifier. 

Abilities thert p&ison and 
paralyse the enemy. 


As you can fell from the above table, another advantage to synthesised monsters is the 
number of skill points they earn, The total number of skill points is shown for each level 
in parenthesis. 

After you go up a level, and earn skill points, you are taken to a screen where you can 
allocate the points. Select which skill you want to put the points toward and press right. 
You are shown how many points you need to reach the next spell, ability, or attribute 
bonus.. Check out the Skills section of this guide for a full listing of the skill sets. 

Put the points into the skills that you want to pass on to a new monster, or into skills 
that you are trying to max out to earn new skills—such as maxing out Fire to get Fire 
II. If you don’t plan to pass on a particular skill through synthesising, then you may not 
want to put points into that skill—since these points would not be passed on. 

There are four different bonuses that your monster earns as you allocate points into their 
skills; Spells, Abilities, Attribute Bonuses, and the rare trait. Spells are attacks that 
your monster casts. Abilities are physical attacks such as the slash or dance abilities. 
Attribute Bonuses boost one of the monster's stats, such as HP or MR Some skill sets 
give another trait for the monster, 
























































Max Stats 



are maximum stats that your monster can have for each attribute. Here is a table showing max stats for some monsters, 


MONSTER 

HP 


ATTACK 

DEFENSE 

SPEED 

MMiM 

ATLAS 

999 

380 

999 

999 

550 

440 

NIGHT CLUBBER 

999 

350 

999 

999 

500 

350 

BEETLEBULLY 

940 

470 

920 

999 

680 

480 

BLACK DRAGON 

999 

420 

840 

940 

700 

600 

CAPTAIN CROW 

870 

700 

800 

880 

820 

420 

MORTAMOR 

780 

999 

540 

SG0 

999 

999 

DON MOLE 

950 

600 

900 

980 

500 

540 

DURAN 

880 

550 

880 

950 

680 

900 

&HOULMAGUS 

680 

850 

680 

830 

680 

980 

DRAGONLQRD 

930 

550 

880 

999 

680 

800 

BiAGOVIAN LORD 

920 

660 

880 

820 

710 

710 

ESTARK 

880 

300 

900 

800 

480 

600 

GARUMAZO 

800 

700 

7 DO 

620 

600 

999 

DRAKULARD 

999 

380 

940 

999 

600 

530 

GEM SLIME 

64 

999 

999 

999 

999 

999 

GRANDPA SLIME 

940 

999 

420 

900 

620 

740 

BOBBIN' HOOD 

860 

580 

900 

950 

800 

500 

KHALAMARI 

950 

680 

880 

900 

450 

610 

*:1UNG MACHINE 

790 

390 

740 

850 

800 

600 

KING SQUID 

999 

600 

900 

730 

550 

500 

UM SLIME 

64 

999 

750 

999 

999 

999 

■HIKING SLIME 

56 

999 

600 

999 

800 

999 

MMZO 

830 

520 

780 

800 

450 

630 

■JMBOH-JOMBOE 

920 

600 

999 

999 

350 

800 

OGRODEMIR 

740 

860 

680 

830 

480 

915 

PSARO 

960 

450 

999 

950 

730 

450 

RHAPTHORNE 

760 

999 

510 

950 

999 

999 

HHHIE END FORM) 

940 

400 

820 

800 

350 

650 

RUIN 

999 

550 

999 

900 

500 

500 

MALROTH 

890 

850 

750 

350 

560 

700 

TRAP BOX 

920 

660 

780 

850 

680 

740 

ft'GHT KING 

700 

999 

200 

900 

900 

999 

WILDCARD 

900 

625 

800 

999 

760 

800 

ZOMA 

680 

660 

740 

900 

700 

999 



RIVAL MASTERS 

As you progress through your adventure, you will come across rival masters in the dens 
of the scout posts and out doing their own fighting and scouting, Masters that you 
find in the den, standing next to the table on the right, want to b&fnenc you and then 
exchange monsters. Masters that you find around the island want to battle, Rete r to 
the Rival Masters and Exchangers sections of this guide for more information on these 
fellow scouts. 


































































SCOUTING 

This is what the game 
is all about -scouting 
different monsters to 
build the best team 
possible. The ease of 
scouting an enemy 
depends greatly on that 
monster. 



Select Scout from the 
battle menu and then 
choose the monster 
that you want to join 
your team. Each of your 
monsters will attack that 
enemy in an attempt to 
impress it. in the hope 
that it will join. A scout 
gauge appears at the top 
right of the upper screen 
showing the odds of 
scouting success in the 
form of a percentage. 



Even if it reads 1% T you 
still have a slight chance, 
but the closer to 100% 
you get, the better your 
odds of scouting the 
monster, 

The stronger your monsters 
are, the more likely you 
will have success in 
scouting. If you are having 
trouble scouting an enemy, 
you can level up your 
monsters and try again for 
a better chance. You can 
also increase your odds by 
using the Psyche Up and/ 
or Oomph abilities. These 
will make your monster's 
attack power greater, which 
makes your attack more 
impressive. If you damage 
an enemy before scouting 
it, this also Improves your 
chances of success. 



E^iripnrent 


Wisdom Bcost 


Once you have 
successfully scouted an 
enemy, you are given 
the chance to name that 
monster. You can also 
have the game create a 
name for you, by leaving 
the name blank. 


Then you must decide from the following: 



THE SCOUTED MONSTER JOINS YOUR CURRENT TEAM, BUT YOU MUST MAKE ROOM FOR IT 
BY SENDING A MONSTER TO STORAGE. 


\SiSUBSTITlJTE 


THE SCOUTED MONSTER BECOMES A SUBSTITUTE, BUT IF YOU DON'T HAKE ROOM. YOU 
MUST SEND A SUBSTITUTE TO STORAGE. 


STORAGE 


WHEN 

SENO THE SCOUTED MONSTER STRAIGHT TO STORAGE. 


IRE LEASE 1 


IF YOU DECIDE YOU DON'T WANT THE MONSTER, OR YOU DON’T HAVE ROOM IN STORAGE, 
YOU CAH RETURN IKE MONSTER TU THE WIID. 
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GETTING STARTED 



The scouted monster 
often comes with unused 
skill points. If you plan to 
use the scouted monster, 
spend its skill points on 
the spells and attribute 
bonuses that you want. 


■ Scout! Stout 1 Scout! Scout! Scout! Stout 


If you fail to scout the 
monster, and his tension 
rises because of it, you 
are unable to scout it 
again during that fight. 
Plus, its attack will be 
stronger due to the raised 
tension, tf you fail to 
scout the monster and 
seem to care, you can attempt to scout the monster 
b n during that battle. 






Monster 


o Monster 


o f. Beater 


Only monsters that have 
reached level 10 can be 
used. Remember that both 
of the parents will disappear 
after the synthesis process. 

You must select one positive 
and one negative. You can 
also replace one of these 
with a neutral ©.but 
you can't synthesise two 
neutrals together. 

Once you have the two 
“parents 1 ' selected, you are 
shown up to three choices 
for the result. If the word 


“new” appears next to the rank, it is not in your library. This is a 
good way to fill out your library. 




MONSTER SYNTHESIS 


® Rank f 

r< slime 

30 HP: 227/227 MP= 10 1/101 


butes 



~nYm 

143 

50 



None 


Soost 

Lvr 

126852 

7509 


<1 




- i - two monsters to combine together. 



way to get new and exciting monsters is to synthesise 
ran two other monsters. Some monsters can only 
_-: m rough synthesis, You can do this at a Monster 
"ri 2 jesk in any scoutpost. Select Synthesise from the 
ren you must select the two monsters that you want to 
aether. 



* Hwstar 


Select two monsters to combine together. 


The resulting monster 
will have a number to the 
right of its rank, signifying 
the added strength of 
the monster. Every time 
a monster goes through 
synthesis, one is added 
to this number. So if you 
fuse a Rank D -1 with a 
Rank B, the result may be 
a Rank B +2. 



After the monster has 
been synthesized, you 
must name it. Again. If 
you don't have a name 
for it, you can have the 
game name it for you. 
After you name it you can 
select three skills for the 
monster. 
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the Family is Decided in General Synthesis 


;l fuse rwo monsters together, you get three choices for the newly synthesized monster. Here is how they are decided—now 
stick with me here: 


8 



Srfcprt two me-v. 1eI-;? to contra together, 


Pwrrltr in the f&iSwj0 

iKJFtrta': 


<J ifludHcthtL 


The first choice is from the same family as the positively charged monster, ft has a strength 
rating that is higher than the highest ranked parent. Of afl of the monsters that fit these criteria, 
if will be closest to that highest ranked parent. 

The second choice is from the same family as the negatively charged monster, it has a strength 
rating higher than the highest ranked parent. Of ail of the monsters that fit these criteria, it w 
be closest to that highest ranked parent. 

The final choice is decided according to the following chart. The top row is the negatively 
charged monster and the left column is the positively charged monster, if the two parents are 
of the same family, then you only get one choice for the newborn* Unlike the first two choices 
though, this monster just needs to be higher than the lowest strength rating of the two parents. 
Of all of the monsters that fit these criteria, it will be closest to that lowest ranked parent, 

The strength rating of all of the monsters is shown on page 204 of this guide, 





SLIME 

DRAGON 

NATURE 

BEAST 

— 

MATERIAL 

DEMON 

UNDEAD 


SLIME FAMILY 


Slime 

Materiel 

Dragon 

Zombie 

Demon 

Undead 

Beast 

DRAGON FAMILY 


Material 

Dragon 

Beast 

Material 

Demon 

Undead 

Slime 


NATURE FAMILY 

Dragon 

Beast 

Nature 

Dragon 

Beast 

Slime 

Demon 


BEAST FAMILY 

Undead 

Materia f 

Dragon 

Beast 

Nature 

Dragon 

Material 

MATERIAL FAMILY 

Demon 

Demon 

Beast 

Nature 

Material 

Nature 

Slime 


DEMON FAMILY 


Undead 

Undead 

Slime 

Dragon 

Nature 

Demon 

Nature 

UN DEAD FAMILY 

Beast 

Slime 

Demon 

Material 

Slime 

Nature 

Zombie 



If there isn't a monster of that family with a strength rating 
higher than the deciding parent, the resulting monster will be 
as follows: 


FAMILY 


RESULTING MONSTER 


Slime 

king bubble slime 

Dragon 

great dragon 

Nature 

yabby 

Beast 

buffatogre 

Material 

living statue 

Demon 

gracos 

Undead 

tortured soul 

















































DECIDE TO FOSE TOGETHER A POSITIVE MUDDY HAND (MEAD FAMILY, 
BO-Tft RATING: 37} 

«T- : '■IGATIVE JARGON (DRAGON FAMILY, STRENGTH HATING: 47). 

* A*SON HAS THE HIGHER STRENGTH RATING, SO IT BECOMES THE DECIDING PARENT, 
n .’ ICES BECOME: 



CHOICE 1: The family is unread, 
since the positively charged 
monster is undead. It must 
have a higher strength rating 
than the jargon. Refer to 
the table in the back of this 
guide to find the first undead 
monster with a strength rating 
above the jargon. Therefore, 
the first choice fs a SKIPPER. 



Sb-set this fflftftsteri to combine to? 


CHOICE2: The family is dragon, 
since the negatively charged 
monster is a dragon. It also 
must have a strength rating 
higher than the jargon. The 
next dragon family monster 
higher than the jargon is the 
GREEN DRAGON. 



CHOICE 3: The positive parent 
Is of the undead family and 
the negative parent is dragon 
family. According to the 
previous chart, the result must 
be of the slime family. This 
choice just needs to be higher 
than the lower rated parent. 

So, the final choice would be 
a DRAKE SLIME,, since it is the 
next slime monster above the 
muddy hand. 


Jf :. want a newborn monster to be a certain charge, have 
:t€ r the parents hold the Plus sceptre or Minus sceptre 
ng cm which charge you want. 


v the New Monster’s Skills 
e Decided 


:. have named your new monster, you must pick three 
that monster. You can choose from the following skills: 

S HELD BY THE PARENTS. 

INITIALLY HELD BY THE NEW MONSTER TYPE. 

RAISED BY ONE STAGE IF CERTAIN CONDITIONS ARE MET. 


GETTING STARTED 


If a parent has one of the following skills and if that skill has 
been completed—maxed out the skill points for that skill, then 
that skill advanced by one stage is offered as option C. 


1 FRIZZ & BANG (3 STAGES) 

4 Wll & WOOSH (3 STAGES) 

7 FRIZZ & ZAP (3 STAGES) 

10 FRIZZ & ZAM (3 STAGES) 

13 BANG & WOOSH (3 STAGES) 
1G TANG & CRACK (3 STAGES) 

19 BANG & ZAP (3 STAGES) 

22 BANG & ZAM (3 STAGES) 

25 WOOSH & CRACK (3 STAGES) 
28 WOOSH a ZAP (3 STAGES) 

31 WOOSH & ZAM (3 STAGES) 

34 CRACK G ZAP (3 STAGES) 

37 CRACK £ ZAM (3 STAGES) 

40 FIRE (3 STAGES) 

43 ICE (3 STAGES) 

46 BREATH (3 STAGES) 

69 ANTIMAGIC (2 STAGES) 

111 WULFSPABE {2 STAGES) 

113 HAWKHART (2 STAGES) 

115 DtAMAGON (2 STAGES) 

117 CLUBOON (2 STAGES) 

142 ATTACK BOOST (3 STAGES) 
145 DEFENCE BOOST (3 STAGES) 
148 AGILITY BOOST (3 STAGES) 
151 WISDOM BOOST (3 STAGES) 



If a parent has skill points in a certain skill and you pass that 
skill on to the newborn, then half of the total number of points 
applied to that skill are passed on—the result is rounded down 


to a whole number. Also, if both parents have a certain skill 
with points applied to it, then they are added together. If this 
results in a number that would complete that skill, then the 
advanced stages of that skill become available {if applicable . 


For example, if you synthesise the following two monsters: 



SEASAUR 


SKILLS 


Frizz & Sang 

49 pts 

Dragon Lore BE 

HI 0 pts 

Attack Boost 

19 pts 



IF SPECIAL CONDITIONS ARE MET. 






































The resulting monster and available skills are as follows: 



RED DRA60N 


1 

SKILLS 


Frizz & Bang 

24 pts 


Dragon Lore 

0 pts 


Attack Boost 

Attack Boost II 

25 pts 


Woosh & Crack II 

37% 


Woosh & Crack ill 

Opts 

w^m 

Seal 

Opts 



The resulting skill choices and the skill points are explained 
as follows: 


FRIZZ S BANG 

BOTH PARENTS HAVE THIS SKILL. BUT THE 
TOTAL POINTS 00 NOT COMPLETE THAT 
SKILL. THEREFORE. FRIZZ & BANG II IS 
NOT AVAILABLE. THE TOTAL SKILL POINTS IS 
HALVED AND ROUNDED DOWN TO 24. 
DRAGON LORE 

THIS IS PASSED ON FROM THE SEASAUR 
WITH THE 0 POINTS THAT WAS PREVIOUSLY 
APPLIED. 

ATTACK BOOST 

BOTH PARENTS HAVE THIS SKILL AND IT 
TBTALS TO SO POINTS. SO THIS SKILL IS 
PASSED ON WITH HALF OF THE POINTS OR 
?S POINTS. 

ATTACK BOOST II 

SINCE THE TOTAL BETWEEN THE TWO 
PARENTS IS 50 POINTS, THIS SKILL IS 
COMPLETE. THEREFORE, THE NEXT STAGE 
OF THIS SKILL, ATTACK BOOST If, BECOMES 
AVAILABLE WITH D POINTS. 

WOOSH & CRACK II 

THIS SKILL IS PASSED ON FROM THE HEADHUNTER WITH HALF OF THE 75 POINTS 
ROUNDED DOWN TO ST. 

WOBSH i CRACK III 

SINCE 75 POINTS COMPUTES THIS SKILL. THE NEXT STAGE, WOOSH & CRACK III 
BECOMES AVAILABLE WITH 0 POINTS. 

SEAL 

THIS 1$ THE SKILL INITIALLY HELD BY THE RED DRAGON 
THE SAME SKILL WILL NOT APPEAR TWICE AS CHOICES FOR YOUR NEWBORN. IT IS 
POSSIBLE THAT YOU ONLY HAVE TWO CHOICES, IF BOTH PARENTS HAVE THE SAME SKILL 
AND IT IS THE SAME AS THE SKILL INITIALLY HELD BY THE RESULTING MONSTER. 

THERE ARE MANY OIFFERENT COMBINATIONS YOU CAN TRY TO SYNTHESISE NEW 
MONSTERS. USE MONSTER SYNTHESIS TO MAKE YOUR MONSTERS BETTER AND 
STRONGER—GIVING YOU A MUCH BETTER CHANCE IN THE MONSTER SCOUT CHALLENGE. 


Remember to distribute skill points to your monsters before 
going through synthesis. Undistributed points are passed on to 
the newborn at 4 to 1. Distributed points are passed on at 2 
to 1. If you don’t plan to pass down a particular skill set, then 
you may want to pass on distributing points into that skill. That 
way the created monster gets a quarter of the unused points. 

y 


Special Synthesis 



Certain combinations of parents result in a new monster that 
fs completely different than what would have resulted from 
general synthesis. This is called Special Synthesis, There 
are many monsters that can only be created by this type of 
synthesis, and it is also how you achieve Rank S or X monsters. 
You can find these combinations in our Special Synthesis 
section at the end of this guide. Some combinations call for 
special synthesis of all four ''grandparents." 



Matchmaking Service 


Once you have synthesized a 
total of 20 times, talk to the 
person at Monster Synthesis. 

A new selection is available 
called Synthesis Picks. Their 
expert staff has come up with 
three monsters that you can 
synthesise with your monsters. 



Once you open up the 
matchmaking service on Domus 
Isle, you can synthesise monster 
through them. They offer five 
monsters that you can choose to 
synthesise with, then you offer 
up a monster that meets their 
requirement. The rest is the same 
as synthesising in a scoutpost. 
The nice thing about synthesising 
with this service is that you only 
lose the requirement monster 
that you offer up. 


MULTIPLAYER 


There are three different ways that you can fight against another 
player’s monsters, 


Chance Encounter 



Select this option from the 
information desk at any 
scoutpost to put your Nintendo 
DS into Chance Encounter 
mode. Chance Encounter 
mode uses DS Wireless 
Communications to put you 
head-to-head with passing 
opponents. 



















































if* iff 

ni 3 TV 



If another player passes 
by with their Dragon Quest 
Monsters; Joker in Chance 
Encounter Mode, your game 
will download the cither 
player's team information. 

After it is finished downloading 
you can square off against 
their team. 


% . :an also scout a member of their team.. Monsters scouted 
m :‘arce Encounter mode are treated as “guests.” The guest 
c _ :::oears next to guest monsters. If you use a guest monster 
•tr : :hesis P the result will also be treated as a guest. Guest 
ma 5 *.e r s cannot be used in the Wildcard World Cup, 


wilt need to remove the Incarnus from your team before you 
this option. 


DS Wireless Play H 


-- 3 ve two options in wireless play: Battle and Monster 
- g In Battle mode, you can tight against another player 
s you would against a fellow rival in game. Select Monster 
-g to swap monsters with other players. 

BOTTLE 

fci ■ - re three options for a wireless battle: 



■-YDARD BATTLE 

~z-'i against one opponent in this mode. Each player may 
■ttr to three monsters to use in battle. The battle rules are 
■Er zable. 


|B3 i er must host the game and the other selects Guest. 
■rae:s::mg the challenge, you have the following options: 


FREE BATTLE 

SE12E VICTORY BY DEFEATING ALL OF YOUR OPPONENTS 
MONSTERS. 

SQUARE ENIX RULES 

PLAY BY OFFICIAL RULES. THE RULES ARE LENGTH: 10 TURNS, 
REVIVE: OFF. GIVE ORDERS: OFF. YOU CAN THEN SWITCH OUT 
YOUR MONSTERS FOR SUBSTITUTES AND CHANGE EQUIPMENT. 

CUSTOM RULES 

HERE YOU CAN CHANGE THE FOLLOWING RULES: 

LENGTH-NO LIMIT, 3 TURNS. 5 TURNS, OR 10 TURNS 

REV1VE-QN/0FF—SELECT WHETHER OR NOT SPELLS AND ABILITIES 
SUCH AS HAZING AND SONG OF SALVATION CAN BE USEB. 

GIVE ORDERS-ON/OFF—SELECT WHETHER OR NOT ORDERS CAN BE 
ISSUED TO MONSTERS. 

ELIMINATION TOURNEY 

Compete against three or more opponents in this mode. Each ■ 
player may select up to three monsters to use in battle. The first 
player to win five battles in a row is declared the victor. 

Just like in a battle, you can switch out monsters and change 
equipment before the fight. You can also change the same rules. 

BATTLE RECORD 

This gives your record in Standard Battle and Elimination Tourney. 



MONSTER TRADING 

Swap monsters with other players using wireless 
communications. One player must host and the other must be 
the guest. Each player selects up to three monsters to trade to 
the other. Once you confirm the trade it will commence. After 
the trade, your game is automatically saved. Any monsters that 
are received are sent straight to storage. 


Wildcard World Cup 


WILDCARD WORLD CUP 

Use Nintendo Wi-Fi Connection to access the Wildcard World 
Cup. Use the setup to configure your Nintendo DS to connect 
to Nintendo Wi-Fi. Then you can test your team against p 
around the world. 


You are first taken to the lobby. You can then tight specially 
selected teams by downloading them to your system. 


NINTENDOWFC SETUP 

This menu allows you to configure the Nintendo Wi-Fi 
Connection settings. You can change your connection setup 
here or add a new connection. This is the same as for any othe^ 
Nintendo DS game that uses Nintendo Wi-Fi Connection. 
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THE GREEN BAYS 
ARCHIPELAGO 



Attacking Chests 


Beware of the can niboxes and mimics that take the form of 
chests to lure adventurerers in for the kill. 



ATTACK 


AGILITY 


IB] Venom 

iyj l85 

m Seed of strength 
_ 1.5 
78 Fear-monger, 


o 


EASE OF SCOUTING 


SKILLS 


145 Defence Boost 




ATTACK HU DEFENCE 


AGILITY EH1 WISDOM 


Death 
S pooky A ura 
IM 76 O 


95 Nightmare, 

145 Defence Boost 

- J 






































ISLE OUTSIDE] 


Edei 1-SiMd Enin*) 


tt«UVT*3|Pn 


Rare king sljme 




fntcm \<i\s 


Fferf fsle 


Uncharted tstoiuf 


Mm 


{H tCtPMW TS 0^—« 

d? ^ 7 


Wir InS vtrpnlYiujH ilie 
£«Nn jjCfai 

■md r^iP: .* J:n£i >pcip"-H. Moil 
■Uandi hnfli p nefljtrnnK 
+hV* '/liii V./f rji,r r B a:, 

f|?[TMi | -Airthd3Hf fe buy 
ilWfl*, tjpnlw^ rtvrensterj, 
and store rrejr-oiers. 

£iurtufllly*ra will fr***t <X*)V Krwfi in tlm iSin ten ififiT 
d#Brmt ffltrtder *tfhsnges TEfr tolh! Pfeini-n '& Uta stflL-lflftK 
iiurl <i|ih »tarB ptu ShtJuW Ed ftefl. ftiir tint flbjectJ'in re to 
tin's Ihu ScBUftPItf#*. 


1 -— r s 11 Green Bays Islands map. 

5 shows the danger level and can be any of the 
f :,vmg: F, E, D, C, B, A, or S. F being the weakest 
rrsisters and $ being the toughest. 

Ices the island have a scoutpost? 

-:w many darkonium crystals will you find on 
re island? 

~he map that shows chest locations, the scoutpost, 
r : :i of interest, and connections to other maps. 
~-*re are numbered checkpoints marked on the 
r scs 'Fat match up with the numbers in the text. 

Iks : lints of interest that are shown on the map are 
ires here. 

- - = s:s the contents of the chests. Brown chests 
fee.- 5 ^andom item inside, so these are listed as 


Shop listings. If there is a shop or two on the island, 
what is available at the shop is listed. 

9 The monsters found on this map are listed here 
along with their stats. The level of the monsters 
that you find can vary slightly, therefore ;he;r stats 
will vary. The following for each monster are also 
listed: their spells, the experience & G earned, item 
dropped (an * means that item is a rare drop), the 
ease of scouting that monster (on a scale from 1 to 
3 with 3 being the easiest to scout), and the skills 
that monster possesses. If the monster says rare, it 
doesn’t show up as often. If the monster says one 
chance, once you scout or defeat it, it is gone. 

10 The checkpoints refer to the numbers on the map. 
These are the locations on the island that need 
particular attention paid to them. 








































































To Domus Isle 


CELL HEADQUARTERS' 


Points of Interest 


WARDEN’S OFFICE 


LEGEND 


O = CHECKPOINT 
1 = MAP POINT 


CELL 

HEADOUARIERS 




An Wand that hold* n** -fluart ® r *" whelf * I 

nwhern Ham nls ad wn*ur« L _ 1 


^r~ 
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MONSTER SCOUT CH 




checkpoints 





The Adventure Begins 


"7 


k The Jetty 










■rden Trump gives the hero a scout ring and sends him off 
"Ter the Monster Scout Challenge on Domus Isle. You can 
pic re CELL Headquarters before heading down the elevator. 


Talk to the man at the jetty to get more information on your 
mission. Before boarding the sea scooter, he lets you choose 
between the following three monsters. Select one and board the 




Uncliilrtgtf Isjbiws 


WoRSts Ssotii 
CitafcteftjeFisall. 


sea scooter. 






MOLE 


PLATYPUNK 


Mum 

in 1 m 27 bh is 

MM is IM 3 J 01 10 


AGILITY 


MAGIC 


RESISTANCES 


_ 12 wamm 9 

Naturalist, 

Defence Boost 

None 

Fizileproof 


ATTACK 


DEFENCE 


uLLLUUU 


-TACK IH DEFENCE 


■ UTY EH WISDOM 


wa c 


”ATS 


: £I STANCES 


_ 18 _ 

Dark Knight 
Agility Boost 

Artful Dodger 
Fiizleproof 


TRAITS 


RESISTANCES 


WISDOM 


11 __ 

Guerilla, 

Attack Boost 
Psycho 

Dazzleproof 








































































Points of Interest^^l 


MESS HALL 

SCOUTPOST 

MSO HEADQUARTERS 

DEPARTMENT STORE/ 
MONSTER MATCHMAKING 
SERVICE 

LODGING HOUSE 
BADEN'S BELFRY 


Department Store 


Scoutpost 


Xeroph Isle 


To 


To Intern Isle 


Lodging House 




Scoutpost 


o = CHECKPOINT 
|T| = MAP POINT 


To Infant Isle 


nemrm:d|juii 

Medicinal herb 
Antidotal Kerb 


LlltbL 


Cures a single ally of the effects 
fpoison. 


if 


Moonwori bulb Cures a single ally of the effects of 


Cliimaera wing 


Teleports you to the last scoutpost 
you visited. (Only works outside.) 


Cypress staff Staff/4 


Mess Hall 


Baden's Belfry 
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Department Store 


:e you have completed the first shrine, the department store 
is ::en on Domus Isle during the day. Once you make it to the 
in the Monster Scout Challenge, new items are available 
ac -~e shops. These are marked with an *. After you complete 
ire main game, even more items become available. These are 
[ r a'-.ed with an **. 


backpackers (Item shop) 


hfc*jr ore-stop item shop. 

Bp ___ Effect 

HI 


: medicine Restores 60 HP to a single ally, 
cine* Restores 30 HP to all allies, 
*:r/35il dew** Restores between LOO and 120 HP 
to all allies. 


Restores 90 MP to a single ally. 
Fully restores the MP of a single 
ally. 

Cures a single ally of all physical 

ailments* HI 


Cost (Cold Coins) 

50 

600 
3000 


e s elixir* 
* elixir** 


i:ea 


-agic powder Enchanted dust used to seal an 
enemy's magic. 

Ic - : - powder Increases the attack power of a 
single ally. 

■ s penny Increases one ally's resistance to 
enemy magic. 

fc : s shilling* Increases all allies' resistance to 
enemy magic. 

■:- Increases one ally's resistance to 


750 

1260 

550 

100 

900 

310 

960 


*r:: nsulade* Increases all allies' resistance to 
fire and ice breath attacks. 


— 


-~ial Weapons 


prs rmoury on the island. 

•uson Type/Attack Power 


Skilful Scribblings 


Skill Scrolls Shop - the shop of choice for skill scroll lovers. 
Skill scrolls are magical manuscripts that allow you to teach 
your monsters new skills instantly. The shopkeeper accepts 
monsters in exchange for scrolls. 



Scroll 


Description 


Exchange these 
monsters... 


Warrior’s scroll 

Basic warrior techniques. 

Rank C Slime 
Family x2 

Mage's scroll 

Basic mage techniques. 

RankC Demon 
Famiiyx2 

Priest's scroll 

Basic priest techniques, 

Rank C Nature 
Family x2 

Martial artist’s scroll 

Basic martial artist techniques. 

Rank C Materia! 
Family x2 | 


CHECKPOINTS 




Arrive at Domus Isle 


You arrive at this jetty after 
leaving CELL Headquarters. 
Take a look around and talk 
to the town's folk. 



I The !>etn 3ayA arcffipelo;^ OCtu 

I divertf- Jtlfirrft. 



Scout Challenge Delay 


Talk to the Jady near this 
jetty. She suggests that you 
goto Infant isle while you 
wait for the challenge to 
begin. 




Mess Hall 


Visit the mess hall to talk to 
other scouts and meet the 
extremely friendly waiter. 






























































































Sewer 



Trier© are three entrances to 
re sewer, but you are unable 
to ge" in until you collect 10 
darkomum crystals. 




Department Store 


After you complete the 
first shrine the department 
store opens up for business 
during daylight. The stores 
carry extra items once you 
make the finals of the scout 
challenge. At this point, the 
Monster Matchmaking service 
is available upstairs. 



5 Lodging House fBj 


Igor Folds lives in a 
downstairs apartment in this 
building. He claims to be Dr 
Snap's arch-rival. Talk to him 
to receive an elfin eliX3T 







30K Monster Scout Organisatioi 


This building is the 
headquarters for the MSG. 

You can find Dr Snap's office 
downstairs and access to 
Baden's Belfry upstairs. Your 
first visit should be to the 
receptionist to register for the 
challenge. 


SEWER 



~*y'~ 


Chests 


Q 

Q 

Q 



Weapon Shop 


Item/Weapon 

Vggdrasil leaf 


Effect 

A mystical leaf that resurrects a 


Cost (Gold Coins) 
1500 



Positive Puller 

Lures + monsters into battle, 

7300 

Think Negative 

Lures - monsters into battle. 

7500 


Zambiesbane 

Sword/36 

3850 

Hunting spear 

Spear/40 

4400 


War hammer 

Hammer/31 

3200 

Sidewinder 

Whip/21 

40Q0 


Sacred claws 

Claws/25 

2500 
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CHECKPOINTS 


*£'358 it* 




> = CHECKPOINT 


Uridurttd tilartdi 




Cctolfl fato 


fiat iste 


MONSTER SCOUT CHALLENGE 

- ■' 


fjjt Own Bays 

Aitfhipfltop 




Weapon Shop 



Locked Door 






rsrtthe Weapon Shop on 
me wpt side of the sewers, 
3*ab the gold nugget and 
seed of defence from the red 
rests too. 





Say "yes’' to the satyr for 
= " easy scout. As you talk 
:: various people in the 
sewers, you can receive free 
monsters. 



Soitrehwp Hero has muncged, to scout ii satyr. 


This door is locked. Rumor has it that there are some unusual 
monsters behind the door. 



29 






























































































0 





C»Q 


CELWSLE 




.pffiSlISLE 


XEfflP 1 *’ 


LEGEND 


i • = CHECKPOINT 
Q = CHEST 
Tj= MAP POINT 


Rare gigantes 

Scoutpost 


To Domus Isle 


INFANT 


ANT ISLE OUTSIDE] 


An island lnhabtta te<l by 

for beginners. 


proficiency test.) 

monsters. If P"" 5 '' 


~^r~ 


Points of Interest 


SCOUTPOST 

SCOUTMASTER SHUFFLES 


1 

Chests 



Q 

B TAL 




To Celeste Isle 
(North) 
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20 Q3 198 m2 £4 
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16 «I3 144 IBI3 33 
' 133 MM 86 
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Heal, Mercurial Thrust 

_ 450 ES3 288 0 
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L5 

60 Cure-all, 
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EASE OF SCOUTING 
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13 

14 
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_J 8 E^gra 2 

B Medicinal herb 


EASE OF SCOUTING 
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103 Naturalist, 

145 Defence Boost 
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ATTACK 
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11 —-= 

14 ivtBtnwa 9 
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B Stone axe 

- j.UltH.'jiliHM 3 

BIS 31 Guerrilla, 

142 Attack Boost 
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ATTACK 
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15 Ba 353 Iflia 18 
~ 176 8 

_ 0 BIBBS 7 

Hatchet Man 
444 EE05 O 
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72 Anti-metal, 

142 Attack Boost 



ATTACK 
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EXP 
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1 2j2 14 

" 16 
20 

None 

10 lt5IBl 4 

B Chimaera wing 

58 Dark Knight 
148 Agility Boost 


o 
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ATTACK 


AGILITY 
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DEFENCE 


WISDOM 


28 
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Ping, Friz? 

24 E00 8 o 

B Magic elixir/*Seed ct wisdom 

74 Barricade, 

151 Wisdom Boost 


EASE OF SCOUTING 


SKILLS 


GHOST 
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d 3 

caca 

ATTACK 

26 

DEFENCE! 

AGILITY 

22 

EHSI 


|Tongue Lashing 

_120 E03 6 O 

B Moonwortbulb 

mu,mams 

104 Graveheart, 

142 Attack Boost 



16 9 

12 iMIMdil 13 

None 

_ 13 ESS 10 O 

B Medicinal herb 
_ 3 

108 Green Finger, 

142 Attack Boost 


ATTACK 


AGILITY 


MAGIC 


EXP 


EASE GF SCOUTING 


SKILLS 



Scoutpost 


Item Shop 


Item/Weapon Effect 

■ Restore: 

Antidotal herb Cures a single ally of the effects 

of poison. 


Cost (Gold Coins) 

■HI 
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CHECKPOINTS ^ 



v : first stop should be 
5 -outpost. Save your 
game and take a look 
around. Most islands have 
a scoutpost, where you can 
save, heal, deposit/withdraw 
0, buy items, synthesise 
monsters, and store monsters. 

Eventually you will meet other scouts in the den that offer 
different monster exchanges. Talk to the people in the scoutpost 
to find out where you should go next. Your first objective is to 
take the Scout's Pledge. 



Level Up and Scout j 


You will meet plenty of 
monsters along the way to 
fight and scout. After your 
monster has leveled up a few 
times, scout a couple of new 
monsters for your team. 







There are treasure chests 
scattered around the islands 
that are marked on the maps. 

Brown chests, such as this 
one, regenerate every time 
you revisit an island. Blue and 
Red chests are empty after 
you open them once. There is 
a ladder blocked by crates, so you will have to find another way 
around the island for now. 



Watch out for the gigantes 
that roams this area. It is the 
first rare monster you find, 
arc 3 : this point, he will take 
out your monster with one hit. 


f 







Scoutmaster Shuffles 


!n this tent, talk to 
Scoutmaster Shuffles to take 
his Monster Scout Proficiency 
Test. See page BO for 
complete coverage of the test, 
A scout in the tent informs 
you that the ladder just ahead 
is now unblocked. This gives 


you quick access to the scoutpost for heahng and saving 


7 


Find Solitaire, a fellow challenge rival, trying to scout a unique 
looking monster. After meeting Solitaire, examine the stone to 
take the Scout's Fledge, Next, you find out that the opening 
ceremonies are about to begin—good timing. 


Access to Celeste Isle 


After you have explored half 
of Celeste Isle, the bridge to 
the western section of the 
island becomes accessible, 
Grab the darkonium crystal 
from the blue chest. The 
sea scooter will take you to 
Celeste Isle (North). 
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94 Reaper, 

145 Defence Boost 


0 Chimaera wing 


i = CHECKPOINT 
11= MAP point 
£5= CHEST 


58 Dark Knight. 
148 Agility Boost 


iTongue Lashing 


0 Cypress staff 


Watch out for the Lips and Shadows that 
appear in your path. These can be tough 
fights, f you aren’t ready for them. 
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Arena.) 
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BAniE ARENA 
SHRINE 


ES „NL- ■ 

fi 
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Shrine 
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o 
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ATTACK 

24 
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AGILITY 
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I Heal, Fife Breath, Sweet Breath 


18 


119 O 


s Medicinal herb 


- 


EASE OF SCOUTING 


skills 


59 Healer, 148 Agility 
Boost 



01 4 00 

36 QQ 

ATTACK 

1 34 
27 

DEFENCE 

AGILITY 

WISDOM 


Defend, Defending Champion 

_24 0015 O 

Strong medicine 
2,5 

63 Defender, 

145 Defence Boost 


£ OF SCOUTING 


*.us 


-HACK 

| 46 : 

DEFENCE 

^GilTY 

30 

WISDOM 


[ DazzlefLash 

_136 

9 -adust 

9fflE02.5 

i Frizz & Barg, 


41 O 


: 45 Defence Boost 


I ] 


Effect 


Cost (Gold Coins 


Medicinal herb 

Restores 30 HP to a single ally. 

■■1 

Antidotal herb 

Cures a single ally of the effects of posson. 

10 

Moonwort bulb 

Cures a single ally of the effects of paralysis. 

39 

Chimaera wing 

Teleports you to the last scoutpost you visited. (Only works outside.) 

25 

Exodust 

Teleports you out of the current tower, cave, or dungeon. 


Divine dagger 

Sword/13 

530 

Iron lance 


310 

Woodcutter axe 

Axe/14 

650 ■■ 

Sludgehammer 

Hammer/12 


Leather whip 

Whip/2 

380 

Cypress staff 

Staff/4 



7 



«)_ 

^ i 


LLOUJLU 
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163 Defender, 

142 Attack Boost 


ATTACK 


AGILITY 


MAGIC 


EXP 


EASE OF SCOUTING 


SKILLS 


mrn'M n 98 

_ 32 IMll!! 4 

Cool Breath, Fire Breath 

_183 03061 O 

0 Zombiesbane 

"l 

37 Crack & Zam, 

142 Attack Boost 


AGILITY 



EASE OF SCOUTING 


SKILLS 



ATTACK 


AGILITY 


MAGIC 


EXP 


/ 


4i iiiHKrm 28 
_ 36 ■VIMinifll 44 
Heat Fire Breath,Sweet Breath 

_36 02030 O 

0 Chimera wing 

2.5 

61 Cleanser, 145 
Defence Boost 


EASE OF SCOOTING 


SKILLS 


L 


Flame Slash, Fine Breath 

123940 03026 o 

0 Insulade 

l 

53 Fire Fighter, 

145 Defence Boost 


EASE OF SCOUTING 


SKILLS 



FIRESPIRIT 


*• i o @ 

'EOT99I 

fJJULuJ 

iia 24 m g 

10 IlHHWH 14 

22 i!MMI 33 
Frizz _ 

_ 26 03018 O 

0 Medicinal herb/*Seed of magic 

WdilM03 


ATTACK 


AGILITY 


MAGIC 


EXP 


40 Eire, 

145 Defence Boost 



OUJLI1IJ 

3 Eg 24 ma i 6 

26 |H9| 15 

25 BBI 18 
| Sweet Breath, Poison Breath 

_22 ^021 O 

0 Antidotal herb 

" 13 

104 Graveheart, 

142 Attack Boost 


ATTACK 


AGILITY 


MAGIC 


EXP 


EASE OF SCOUTIJ 


SKILLS 




tmsSM so [ 0 p 3 | 25 

34 IWM 14 
Poison ous Poke 

KM 20 {02010 O 

0 Moonwort bulb/* Antidotal herb 
2,5 


EASE OF SCOUTING 


SKILLS 


109 Hive Mind, 

145 Def ence Boost _^ 





16 

39 mnmwM so 

30 mwm 12 

Whack, CmI Breath, Frost Stash 

45 03026 O 

0 Insulade 

2 

56, 

j^_ ^ 145 Defence Boost 

itSEBlMl 


EASE OF SCOUTING 


SKILLS 



ATTACK 

1 32 | 

DEFENCE 

Is 

AGILITY 

1 41 | 

WISDOM 

Ib: 


I Gtst SUr : 1 tv - ~ 

122 C 


R Div re dsggef 


EASE Of SCOUTHC 


SKILLS 


SC 3' - rr 

142 Mtek Sees* - 


















































































































































































^CHECKPOINTS 


Seeds of Skill i 


^ grt. bright objects occasionally appear around the islands, 
are seeds of skill that, when used on a monster, give three 
points. These are marked on the maps. 



Quicksand 


Make your way down into the 
crater and run to the right. 
Drop into the quicksand to a 
cave below. 


f 




£ Bridges 


Knock down the two bridges to get quicker access to the other 
side of the island. 





Shrine 


After helping the wulfspade through the Northern Cave, 

th side of the island. When you are ready, ente r 

the temple. 


Battle Arena 


Once you have completed the first shrine, the battle arena 
opens up on Xeroph Isle. Talk to the masked man in the tent to 
compete. Refer to page 84 for more information. 
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LEGEND 


northern cave 





© = CHECKPOINT 

[a]= map point 



checkpoints 



I _■ -rg your first time through the cave, you run into an 
-r: ; ghiing the unusual monster from earlier Rescue this 
■ _ ‘spade monster by taking out the ore. The hero takes the 
conscious monster back to the scoutpost. 
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12 23: Q 


DEPENCE 


WISDOM 
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Heal, Multiset 
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j 28 03015 O 

B Medicinal herb 

H25 
1110 Materialist. 

142 Attack Boost 


EASE OF SCOUTING 



• to the monster and it joins your team. He wants you to go 
nim back through the cave. 
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145 Defence Boost 
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Psyche Up 
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Frizz _ 

33 tjSlil 9 

0 Oomph powder 
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jHflis 

Exodust 

]2.5 

104 Graveheart, 
142 Attack Boost 
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Markings on Floor 


In order to make your way 
through section A of the 
shrine, you need to follow 
the markings on the floor. 

First go through the door 
with one circle on the floor 
before it. This puts you back 
at the beginning of this 
section, but now you should go up the steps and enter the doc 
with two green circles before it. 


Again, this puts you back 
at the beginning, but this 
time you want to go up to 
the third floor where there 
are three circles on the floor. 
Before you enter this door, 
fight through the mummy 
boys and grab the item from 
the brown chest. 



® Dessert Demon 


If at any time through this 
section you go through the 
wrong door, you go to a room 
with a dessert demon and 
imps. Fight your way through 
to the other side, where 
you are taken back to the 
beginning. 


Cj First Shrine 




7 


Grab the darkonium and Yggdrasil leaf from the chests, the r 
enter the door to reach the Nexus Chamber inside. The f rst 
shrine sentinel is a golem. Take him out to receive a : T 
“How to Zoom/' At this point the wulfspade transforms **:: = 
hawkhart. He informs you that there are three nc r e s- ss 
need to be explored. 
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Quick Access to Scoutp > 


Knock down the bridge over 
the pool of water to create 
a shorter route back to the 
seoutpost. 


e Rummy 


Shrine 


Bridges to Darkonium 


O Chainine 


-ea: jp the long staircase 
cio the building and talk to 
Wacame Rummy. She says 
to visit the man downstairs 
to get into the garden, If your 
performance satisfies her, 
you receive free access to the 
garden. 


Talk to the man to find out 
about Madame Rummy’s 
Garden Challenge. For more 
information on the challenge 
refer to page 90. You will 
need to get through the 
winkles and buggies sections 
to access the complete 
garden. 


Knock down the bridges one 
by one to make your way 
to the outer walkway. Then 
knock down more bridges 
toward the center to grab a 
darkonium crystal. 


Watch out for the dragonthom 
that appears on your way to 
the temple. Be sure you are 
healed before this point. 




A chaining walks up and down this path at night, making it 
difficult to pass without a fight. Follow it up the path and sne 
around, if you don’t want to battle. 


Follow the lower route around 
to the shrine. Before crossing 
the beach, make a 180 
degree turn to find another 
darkonium, Continue down 
the path to the shrine. 
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Level 1: Entrance 
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Level 3: Giant Water Tank 
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, el 4: Nexus Chamber 
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CHECKPOINTS 




Switches 


7 



Ef Bubble Slime 


On each floor there are switches that take you to the different 
. Red takes you to level 1, blue to 2, green to 3, and 
, io 4. Start by touching the red switch to go to level 2. 



approach the two brown chests, and after going up the 
5 bubble slime drops down on you. Be prepared for 
tef&L 


O Green Dragon 


A green dragon guards two 
red chests on the north side 
of the third level. This is a 
one time monster So r if 
you want to scout it, you 
may have to wait until later 
when you are strong enough 
to impress it. If you defeat 
the green dragon, it doesn't reappear. 


<@T 


Follow the hall around past 
a couple fencing foxes until 
you reach a big door. Grab 
a darkeniurn crystal and an 
Yggdrasil leaf from the chests 
and enter the chamber 



Another Nexus Chamber 



ferr 




The sentinel guarding this 
shrine is a moos iter. It is a hard hitting beast with plenty of hit 
points. Make sure you have plenty of healing items in hand. 


McrfisterSnut 
Flhftllflll** Rtsh 



Defeat the moosifer to get a copy o' 'T u e . : • of L . =: A*tr the 
hawkhart transforms into acluboon. head tack to Domic Isle. 
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52 Darklsght Slashes, 
148 Agility Boost ■ 


Poisonous Poke, 
Poison Breath 


^SflWeakenini Wallop, 
Stupefying Strike 

wrm i\ ntiffii 20 o 

0 Chimera wing/*Divine dagger 


67 Enfeebler. 

142 Attack Boost 


^checkpoints j 


FLYGUY 


DEFENCE 


DEFENCE 


ATTACK 


AGILITY 


SKELETON 


DEFENCE 


ATTACK 


DEFENCE 


ATTACK 


AGILITY 


iSILITY 


iJTACK 

1109 | 

DEFENCE 

AGIUTY 

1100 1 

WISDOM 







Medical Console 


Isle does not have a 
st, but you can heal 
r -onsters at the medical 
Return here when 
; into trouble. 


f icu haven't completed the 
r: shrine, a guard stops 
-':~i crossing this bridge. 
Irce :e guard is gone, you 
:- _ss this bridge to get 
~e east side where the 
■i :: Celeste Isle is. 



Inside this structure, there is a door blocking ^ 

the mountain. What could be on the othe^ s 

























































































































r.FlEOTSLE 


IBP 


INF@| sle 


INFANTILE 


XEROPH'.SkE 




—a 


rr 


T' ^ - C*« 


CELESTE 


|f-r* 




>;r-tr f - 5 -: 


.'.\ ’ --' ■ r; 

■ ‘ ■ “ - “ ‘ 




South: Tte rnm^rn [ftfgS^lK' 8 " 


Ss±f5$£SW-- 

sw f(,6y»«ra W s. - 


LEGEND 


Cn orthanp south 


hr 


To Infant Isle 


Points of Interest 


To Fert Isle 


SCOUTPuST 
TEMPLE ENTRANCE 
MEDICAL CONSOLE (NORTH) 
SHRINE 


q 

fl& YGGDRASEL LEAF 
Q GARKONIUM X2 

Q 

(NORTH) 




o= CHECKPOINT 
0| = MAP POINT 
Q= CHEST 
Q = SEED DF SKILL 
^ = RIVAL 


Scoutpost xo Intern Isle 
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OX® 


Mercurial Thrust, WarCry 

281 03038 O 


SaridstGrm. Mercurial Thmst 

128 [0018 O 


Body Slam 
128 ! 


b Dragonsbane 


pl Icee: of agility/*Seed of defence 


64 Speedster, 


103 Naturalist, 

145 Defence Boost 


102 Slimer, 

148 Agility Boost 


145 Defence Boost 


IfflHfij Baffling Bonk, Veneflimis 
Volley, Blin ding Bl ow 

IBM 136 BSE 55 O 

PI Oomph powder/* Obsidian sword 


EH Accede 


IJMSOust Slash. Multfslash, Kasap. 
Oomph, Mercurial Thrust 

IBM 165 BEE 35 o 

& Steel broadsirffcat of wisdom 

ij^jmiiM is 

ISM 107, 

142 Attack Boost 


Kasap, Oomphle, Kastiooze 

142 Ei!I>l 1Q2 O 


0 Chimera wing 


'_sitive Puller 


107, 

145 Defence Boost 


72 Anti-metal 
145 Defence Boss! 


Hatchet Man 


DazzlefEash, Bemusing 
Breath, Midhea I. Frizzle 


7 rd Dance, Suli^Da nee, Hesl 


B Steel: rcaGswDrl/^Seert of defence 


92 Berserker 
142 Attack Beast 


89 Dancer, 


105 Diabolist 
173 Confusion Ward 


,72 Ban Dance Ward j 


GREAT SABRECAT 


GREAT SABRECUB 


ATTACK 


DEFENCE 


DEFENCE 


ATTACK 


DEFENCE 


AGILETY 


A3U1Y 


MECHA-MYNAH 


GARGOYLE 


DEFENCE 


ATTACK 


DEFENCE 


ATTACK 


DEFENCE 


ATTACK 


DEFENCE 


-TACK 


AGILITY 


AGILITY 


AGILITY 


-GailY 


EASE OF SCOUTING 


-J 3f SCOUTING 


RESTLESS ARMOUR 


LESSER DEMON 


HEADHUNTER 


DEFENCE 


ATTACK 


DEFENCE 


ATTACK 


DEFENCE 


DEFENCE 


AGILITY 


AGILITY 


AGILITY 


JQU1Y 


Ihp 

266 0] 

1153 
] 148 

DEFENCE 

WISDOM 








































































































































































Ill 



Item Shop 


Item/Weapon Effect 


Cost (Gold Coins) 

Hi— 1 


Antidotal herb Cures a single ally of the effects of poison. 

300 

10 

Ptanwort bulb Cures a single ally of the effects of paralysis. 

Wizard's penny Increases one ally's resistance to enemy magic, 

30 

310 

Irtsulade Increases tone ally’s resistance to fire and ice breath attacks. 

Steel broadsword Sword/30 

350 

2000 

Holy lance Spear/34 

2350 

Iron hammer Hammer/24 

1 

lronclav^HHini/19 

1150 




CHECKPOINTS 


. \ Little Island 


You can see a small island 
a short ways out from shore. 
Don’t worry, you will get there 
soon enough. Use the map in 
this section to find the chests 
and seeds of skill as you make 
your way across the mainland. 


£^Hunter Mechs 





A hunter mech guards the bridge to the other side of the bland. 
Another hunter mech guards 
a ramp up to the red chest. 

Watch out for the ones 
patrolling rhe steps, ft is 
difficult to get around them 
without fighting. Watch its 
pattern to try and find a way 
around. 




ojlemple Entrance 


After you have explored the 
island thoroughly, enter the 
temple at this point. 



Medical Console 


When you return to Celeste 
Isle from Infant Isle, you 
arrive on the north side of 
Celeste Isle. Use the medical 
console when you need 
healing while you are on the 
north side. 




Back Entrance to Temple 


In order to complete the 
temples and get to the shrine, 
you have to enter the Temple 
of the Moon from this back 
entrance. 
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Chests 


a 
a 
a 
a 
a 


i 


= CHECKPOINT 
[ft] = MAP POINT 
Q* CHEST 


TH E TEMPL ES 
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L 


HACKSAURUS 



0*7) 0 

naHW 

ULumj 


148 


30 

143 lllSHlMal 98 
_ 03 fcnaiMffl 30 

itiiurtertwlt Slash, Hatchet Wa n 

_257 [0085 O 

0 Headsman's axe 

1.5 

106 Dragon Lore, 

142 Attack Boost J 


EASE OF SCOUTING 


SKILLS 


7 


GREAT DRAGON 


1 o*p a 

'lllluod 



28 Ea 1156 Iffla 64 
1187 HISM 84 

! no IMWI 58 

[Burning Breath, Cold 
Blizzard, Inferno 

(4620 1050 O 

JB "Whistling for D u Iri m res” 


EASE OF SCOUTING 


SKILLS 



Sag 


EASE OF SCOUTING 


SKILLS 


162 O 

\ W9 Antimagic powder 
2 

69 Antimagic, 

169 Dram Magic Ward ■ 



iJJU 


WRECKTOR 


ATTACK 


AGILITY 


_ 61 
103 mm ss 

97 109 

Kazing, Swish, Frizzle 

ISM 141 BTHflH fin Q 

0 Wizard’s penny/^^fracle mallet 

Hfflffiftl'IKWZ 

13 Bang & Woosh, 

151 Wisdom Boost 



ATTACK 


DEFENCE 


EASE OF SCOUTING 


31 

Sandstorm, Boulder Sash 
205 10052 O 

0 Silver broadsw ord 
_ L5 

____ 92 Berserker, 
j_ 142 Attack B oost_' 



ATTACK IHI DEFENCE 


MAGIC 


121 mmm so 

EiMlffl 60 VlMMt n 

Lightning Sfash, Shade Slash, 
Stupefying Strike, Skwmg 
Sinn, Fuddle Dairce 

147 [0053 O 

m Zombles bane 

* 2 

55 Wind Blower. 

142 Attack Boost 


EASE OF SCOUTING 


SKILLS 


iVEIMi 

0*2) * 



17 E1112ja 88 

lio inaiaiTna 90 

104 EMM 77 

Dazzleflash, Bemusing 
Breath, Midhea l, Frizzle 
137 10035 0 

m Sage’s elixir 
' |2 
105 Diabolist, 

173 Confusion Ward 

■ ~ 0*5 « 


EASE OF SCOUTING 


SKILLS 



uuo, 



ATTACK 


AGILITY 


MAGIC 


EXP 


114 114 

69 IM 71 

Midheal, Hatchet Man 

_160 03062 O 

0 Steel broadsword 


EASE OF SCOUTING 


SKILLS 


1.5 


71 Anti-dragon. 
142 Attack Boost 



iSKELETON SOLDIER 


ATTACK 101 DEFENCE 


AGILITY 


5 EASE QT SCOUTING H? 


SKILLS 




59 Healer, 

142 Attack Boost 



^CHECKPOINTS 




Press this red button to open two gates. Follow the perimeter around to find a brown chest, then 
enter the other open gate and go up the steps. Watch out for the lesser demons—their confuse speU 
can be nasty. 
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the mirror in the corner on the second floor. It tells you 
::: the little island. Select "yes' to warp to the second 
;■ the Temple of the Moon, 


"own the steps to the ffrst floor, around the perimeter 
; the other set of stairs all the way to the third floor. Go 
t door on the left into the courtyard. Cross over to the 
door and enter the Temple of the Sun, 


trough the open gate to find a 
jf on the first floor. Follow the 
door. 


that lever to open 
down the steps to 



Solar Tablet 






Ztrp on the foot switch to open the door. Grab the solar tablet 
sits on the altar and follow the light path back up to the 
- ird floor. Go out the door on the right to the courtyard and 
: ace the tablet on the first altar. 




After the solar tablet has 
been placed. Black Jacques 
gives you a new mission: 
Challenge Commissioner 
Snap. Use the Great 
Looking Glass to leave the 
ruins and head for Dorn us 
Isle. Refer to the section 
on challenging Commissioner 
information. 


Snap on page 54 for more 



Blue Button 


Press the blue button that 
is guarded by a phantom 
fencer to open the gate. Take 
the steps down to the first 
floor and move all the way 
around to the upper right of 
this floor. 



Mirror 


■fan SlTTS^m 
CiialJsfifitj Fsrtaii 



Examine the mirror to warp to the Temple of the Sun Go up to 
the third floor and go out into the courtyard. Cut across to the 
Temple of the Moon. 


Go into the far room and 
use the lever to open a door 
below. Again, follow the 
path of lights to a switch on 
the floor, 
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ffiHunar Tablet 





Step on the switch to open the door and grab the lunar tablet 
that sits on an altar. Follow the light path back up to the third 
floor and exit out to the courtyard. Place this tablet on the other 
altar. At this point you are transported to the small island, 


Grab the Yggdrasil leaf and darkonium from the chests, then 
go through the door to face another shrine sentinel. The great 
dragon is another tough fight for your team. Be ready with plenty 
of healing items. 



challenge 

COMMISSIONER SNAP 




After you place the solar tablet on the attar at the Celeste Isles 
office on Domus isle and talk to the lady outside his door, 


temples, you are ordered to challenge 


Commissioner Snap. Go to his 


You and the Commissioner head to the battle arena on Xeroph Isle, Here you fight Or Snap in four straight battles'—the same format 
that will be used in the finals. The following tables show the four teams that he uses. 
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ROUND 1 



Kaping, Frizzle, Zam , 


SCISSOR BEATLE 






ATTACK 

|240 | 

DEFENCE 

|95 

M 

AGILITY 

[66 | 

WISDOM 

212 


Venom Breath, Bemusing 
Breath, Burning Breath 


-“.er the battle, you and Dr Snap head back to Qomus isle. 
-■ t.iis point the bridge to the west side or Infant Isle has 
:eei opened. Head there, and use the sea scooter to access 
este Isle (North). 
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Upper Level 



Shrine 


Rare gorerilla 


o =CHECKPOINT 
[a] = MAP POINT 
Q = CHEST 

= SEED OF SKILL 


Cost (Gold Coins) 


War Cry, Psych Up (2 Levels) 


62 Champion, 
148 Agility Boost 


Scoutpost 


onsters 


ATTACK 


AGILITY 


nnpdi in np- 

Restores bu HP to 3 single 3lly 4 

■Hi 

i Multi medicine 

Restores 30 HP to all allies 

600 

' Panacea 

Cures a single ally of all physical ailments 

550 

Anti magic powder 

Enchanted dust used to seal an enemy's magic 

100 

Oomph powder 

Increases the attack power of a single ally 

900 

Dragonsbane 

Sword/41 

4700 

Dragon lance 

Spear/45 

5300 

Woodsman's axe 

Axe/32 

2150 

Razor claws 

i l^HHHHHHHHHM ■ 

3100 | 



DEFENCE 


ATTACK 


AGILITY 


EASE OF SCOUTING 


uWnT. 

i ua_3 

| 22 
1255 
| Frizz 

3072 SS33 lO 

B Speed of agi£ity/*Seed of defence 


0.5 

102 Sfimer, 

148 AgiEity Boost 



I 


13 


OLULUUU 

134 EH 26 


ATTACK 

i '45 | 

DEFENCE 

1 « 

AGILITY 

|i05| 

WISDOM 

h 

MAGIC 

|Poisonous Poke, 


L 


255 B|29 O 

IB Insulade/*Seed of life 

11 lexifier, 

168 Poison Ward 


EASE OF SCOUTING 


SKILLS 




Headsman's axe 
1.5 

[ 106 Dragon Lore, 
142 Attack Boost 


EASE OF SCOUTING 











































































46 Breath, 

171 G-obstopper Ward 


ATTACK 


AGILITY 


EASE OF SCOUTING 


36 

202 imu 138 
126 81 
Deep Breath, Flame Breath 
904 PTWH sc Q 
0 Jumbo lnstilade/*Seed of life 



0 Seed of defence 


109 Hive Mind, 

145 Defence Boost 


SCISSOR BEATLE 


ATTACK 


DEFENCE 


AGILITY 


EASE OF SCOUTING 


BODKIN ARCHER 



ujucT] 

EH 138 


12 

H8 IHBIMi 106 

116 BB 73 
| Buff, Stupefying Strike 

1210 03050 O 

0 Panacea/*Battle whip 
11.5 

166 Fortifier, 

142 Attack Boost 


EASE OF SCOUTING 


SKILLS 



WJJj 

24 
98 

_ _____ 128 

Fire Breath. Hustle Dance 

I 241 02030 O 

0 Think negative 

_1.5 

59 Healer, 

145 Defence Boost 


EASE OF SCOUTING 


SKILLS 





DEFENCE 


AGILITY 


MAGIC 


WISDOM 


142 

156_ 

Paralysing Punch 
U 252 02064 O 

0 Mo on wort bulb 

L5 

80 Diminishes 
145 Defence Boost 


EASE OF SCOUTING 


SKILLS 



UJC0! 


1139 | 

DEFENCE 

1162 | 

WISDOM 


18 
128 
94 

Midheal, Mercurial Thrust 
207 01044 O 

0 Strong medicine/*5eetl of agility 

1.5 

60 Cure-all, 

145 Defen cej3oost ^ 



c 


1 

Finger, 
Earth Ward 



OO 


_O 

nBH 

yjuoLLj 

. 30 

135 yumf 165 

120 ITOliMI 30 

Body Slam, Helm Splitter, Kabuff 

100272 02061 O 

0 Woodsman's axe 
1,5 

109 Hive Mind, 

142 Attack Boost 


AGILITY 


MAGIC 


EASE OF SCOUTING 


SKILLS 



69 

38 O 

Panacea 

L5 





ATTACK 


AGILITY 


UU 0 LUJ 

17 031 139 E 33 I 25 
130 20 

136 IVUMIJI 20 

Weird Dance, Sultry 1 Damce 

100201 0J04O O 

0 Sage's elixir 

!i 5 

89 Dancer, 

145 Defence Boost 


0' iHMUWi p^M 




12 

118 Itl&sMiH 155 
146 — 26 
_Kabuff, Fuddle Dance 

100247 02070 O 

FI Exodust 

1.5 

110 Materialist, 

145 Defence Boost 


EASE OF SCOUTING 


SKILLS 


J 



HELLHOUND 


O^) © 



18 03 133 
146 

125 _____ 

| War Cry 

jn Ho O 

0 Moonwort bulb 

n i.5 

137 CrackS Zam, 

142 Attack Boost 



S3 


5' 


mmm_\ 

Bapni 

UllJoLL 


DEFENCE 


mu 


8 

144 

35 


17 03 240 
1168 
j 113 
[War Cry 

|3io BUB 30 O 

0 Oaken cluh/*Seed of strength 

Hi 

183 Huntsman, 

145 Defence Boost 


EASE OF SCOUTING 


SKILLS 



Swoosh, Kaping, 
Kadim, Zing, Zammle 


DEFENCE 


AGILITY 


0*2) 



AGILITY 


MAGIC 


BL 

32 

126 130 

62 MEM 34 
Critical Miss, Fuddle 
Dance, S ong of S alvation 

235 55113 36 O 

IB Sage's elixir 


EASE OF SCOUTING 


199 All-Rounder, 
142 Attack Boost 



































































































































































unjOLT 


El Oaken club/*Seed of strength 


ATTACK 


DEFENCE 


North Jetty Closed Off 


EASE OF SCOUTING 


-CHECKPOINTS 


Blocked Ladder 


fe 3-:der next to the scoutpost is 
pled when you first get to the 
i : nfter you make it around 
fe- s =nd and back to the area 
21 e me scoutpost, the crates 
vr- /ed — giving you quick 

c s to that part of the island 

r— 


i- ;^n not reach the north 
p" at this point. Continue 


Ctr eehole 


Ches 


Q 


; "e path to the left to 


sen the tree note, 


£ - ng atop this platform Is 
i • ■ d slime guarding a red 
cr^n This is a rare monster, 
m : only appears here 
It rationally at night. 


One time boss troll 


CHECKPOINT 


s final shrine is guarded by a demon-at-arms F a level 35 
:~ster with 1500 hit points. Psyche up the diamagon and use 
e Kazap spell to deal bag damage on this demon. 


Fight or scout the boss troll in the treebole to reach the red 
chest. Once you defeat or successfully scout it, it is gone. 


~ ~ce the demon-at-arms is 
:~feated t the hero receives 
2 copy of fJ The Art of 
»anishing." The diamagon 
■■^nsforms into wulfspade 
2:1 and informs the hero that 
"■e must win the challenge 
3md get the scout's markn 







































































UNCHARTED 

ISLANDS 






.UNCHftRTEDISLAHDSL^, v 


$mall island* that the 

sea scooter. 


hero run* across while on ttie 


Chests 


! 



1 SLIME 

145 DftACKY 

175 STUMP CHUMP 


J 


LEGEND 


= CHEST 
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Chests 

w 

a — 

2 


Monsters 

m 


30 FROU-FRY 
32 ARGON LIZARD 
40 GREAT ARGON LIZAR! 
48 FROU-FROU 


Q = CHEST 


145 DRACKY 
157 GREAT DRACKY 


62 






















©ibb 

' X O j) 



AGSUTY 


MAGIC 


is ia i48 iron 50 
108 liiaima 74 

66 mm 55 
_Frizz 

0|i26 ma n o 

0 Strong medicine 
1 

7 Frizz ^ Zap, 

148 Agility Boost 


EASE OF SCOUTING 


SKILLS 



28 Woosh & Zap. 
148 Agility Boost 


BEHEMOTH SLIME 


ATTACK 


DEFENCE 


AGILITY 


SKILLS 



DEFENCE 


WISDOM 


TOTT 

15 |H 124 O 32 

103 r _ 

95 

Sandstorm Mercurial Thrust 
__377 0705 C 

0 Snak&skin whip 
2 

56 Icemeister, 

165 Ice Breath Ward - 


EASE OF SCOUTING 


SKILLS 


ARSON LIZARD 



OJ) & 

$L i PQ19HHH 

mil'll 


15 m 184 Iffla 26 
1 145 ffilldfflfJ 86 

105 tWIdiMJB 62 

_| Poisonous Poke, Venemcus Vodtey 

IBM 255 EM 50 O 

0 lnsulade/*$eed of life 


ATTACK 


AGILITY 


MAGIC 


EASE OF SCOUTING 


15 


77 Toxite, 

142 Attack Boost 



36 

1 202 warn* ns 

1126 ■WWUlli’H 81 
|Flame Breath. Deep Breath 
|904 [(0050 O 

10 Jumbo lnsulade/*Seed of life 


EASE OF SCOUTING 


SKILLS 


1 


46 Breath, 

171 Gobstopper Ward 



0 Oragontasl whip 


96 Cold Sleep, 
176 Sleep Ward 


ATTACK 


DEFENCE 


AGILITY 


EASE OF SCOUTING 





58 Dark Knight 
148 Agility Boost 


ATTACK 


AGILITY 


57 mui 33 
76 35 

None 

Brt *23 O 
0 Chimaera wing 


i^SKZSHl 


ATTACK 


AGILITY 


MAGIC 


EXP 


25 E3 325 Eg 255 
156 EM 118 
146 jfMMl 288 


Crack, Bang 

_311 ([00132 Q 

0 Chimera wing/*Seed of skill 


EASE OF SCOUTING 


16 Bang & Crack, 
159 lam Ward 



24 
54 
72 

Heal, Zing 

94 ^544 o 

0 Medicinal herb 

2 

108 Green Finger 
142 Attack Boost 


EASE OF SCOUTING 




Hero has discovered an uncharted island! 


Occasionally, as the hero travels on a sea scooter between 
islands, he spots a small speck of land. These are small islands 
that contain monsters and possibly brown chests. 



























































































































MONSTER SCOUT 
CHALLENGE FINALS 



After you finish all four shrines and cofleet at least 10 darkeniurn 
crystals, head for Monster Scout HQ. Go upstairs to Baden's 
Belfry to turn in your darkomum and reach the finals. 


At this point you can try the final challenge at Madame Rummy's 
on Palaish Isle, This is a great place to get a lot of experience. 
There are also new items and better weapons available at the 
department store. 


The finalists are announced 
as follows: Solitaire, Tryger, 
Missy, Slimon, and the hero, 
Your new objective is to 
prepare for the finals, 



*: All finalist; we att&wed a; witft taw they 
iw«t to prepare. 



Your first opponent is Slimon, 
the sultan of slime and 
grognard of goo. This is a 
pretty straightforward fight, 

If you have put any time into 
leveling up your monsters, 
this fight should go quickly. 




Once you are prepared for the finals, talk to the receptionist 
at Monster Scout HQ to start the finals. Be sure you have the 
monsters in your team that you want, to use. 


■H* 
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ROUND 2 ■ MISSY 


wm second opponent is the 
■ :~ent T s youngest and 
Is eszest competitor, little 
\m^i Missy! This fight gets 
ii~ ■;antiy tougher than 
He asi. Watch out for the 
~: :ie spell, this can put a 
r of your monsters to 
es —: for a few rounds. 





* 



226 E3 65 

IS! 173 r>MliSi IE: 

188 B’JlklllHi’.l 6 
Weird Dance, Tap 
Dance, Hustle Dance , 


21 


AGILITY HI WISDOM 


MAGIC 


-ROUND 3 ■ TRY6ER 






UJJJMJ 


Cold Blizzard, Oomphle, 
Crackle 


DEFENCE 


ATTACK 


AGILITY 


third opponent is Tryger, 
scout in the weartiger 
costume. Tryger only has two 
-znslers to fight against your 
_jr ee. Psyche up and use 
I :nph to increase your attack 
:o*.'er and strength, then hit 
rsm hard. 


:T 


FINAL ROUND - SOLITAIRE 


: jr final fight is against Sohtaire, the scout challenge idol 
-erself. She notices the Incarnus in your party and attacks it, 
which gets her disqualified. This makes the hero the winner of 
me seventh Monster Scout Challenge, 

~ie hero goes to the commissioner's office to receive the 
: zout’s Mark, but Dr Snap has other plans and runs off with 
--z Incarnus, This gives the hero a new objective: Find the 
immissioner. 









































































Follow the commissioner to 
Infant Isle and then on to 
Celeste Isle. Immediately turn 
around and take the other 
jetty to Fert isle. Find Black 
Jacques in the scoutpost den. 
He explains that the monsters 
have gotten loose at CELL HQ. 



Head out of the scoutpost and 
run left around to the back of 
the island to find the secret 
jetty. This sea scooter takes 
you to CELL HQ. 
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CHECKPOINTS 


Fight your way through the lab and up to the second level. 
up the steps to the warden's office to find a belial about to 
attack a couple CELL members. 


Flame Breath 


Thunderbolt Slash, Hatchet Man 

j257 EI085 O 


After defeating the belial r talk to the warden, He gives you the 
baryon sphere^ the only thing that can neutralize the darkomur 
sphere. 


a Insulade 


0 Headsman r s axe 


91 Toughie, 

164 Fire Breath Ward 


Dazzleflash 


11331 247 

R Exodus! 


Go out the door down the steps from the office. Find a metal 
dragon down the path to the left. Find another in the small 
room on the second floor. Take the jetty back to Domus Isle. 


110 Materialist, 
145 Defence Boost 


82 Assassin, 

142 Attack Boost 


UJUUUflU 


Buff, Inferno Slash, Kaboom 

8800 ESffih ooO 


0 Yggdrasil dew 


onsters 


HACKSAURUS 


ATTACK 


DEFENCE 


AGILITY 


DEFENCE 


ATTACK 


DEFENCE 


AGILITY 


EASE OF SCOUTING 


BELIAL 


DEFENCE 


AGILITY 


SKILLS 


ATTACK 

|171] 

DEFENCE 

AGILITY 

i 34 | 

WISDOM 


O© 

<$) | 

1 RANK 

& i 




























































r.nfliP£ 


m«P- £ 




pmmsh vsle. 


XtROP^ 1SLt 


RETURN TO 
INFERN ISLE 


When you return to Intern Isle, you find that the sky 
has darkened and different monsters now inhabit it. 

Go through the mysterious door to enter the mountain. 



179 mm** m 

99 VMMi 25 

[inferno. Cold Blizzard 

(328 EBffill60O 

B Dragontail whip 

w mmmm is 

EW 40 Fire. 

142 Attack Boost 



COCKATEER 



RANK 


UllMJJ 



m 2D Q3 196 1^3 28 
l?4ggjgl80 
170 37 

I Swoosh, Baffling Bonk 
'Gust Slash 

I2J339 E53333 o 

m Silver broadsword 
1.5 

107 Bird Brain, 

142 Attack Boos! 


EASE OF SCOUTING 


SKILLS 


24 lira 767 1713 52 

~ 712 nurm i54 

_ 173 IMIthMIl 84 

Inferno, Helm Splitter 

_410 E|]Ji]99 Ol 

B Warlord’s hammer 



EASE OF SCOUTING 


SKILLS 


1.5 


SI Guerrilla, 

142 Attack Boost 


S1LVAPITHECUS 




wmmmm 

ujlijoIjL) 


21 Bla 191 Iffig 45 
168 164 

172 IMEM 132 
Kasap, Kamikazee, Kafrizz 
ESI 290 ®84 O 

B Wizard's shilling 
1.5 

105 Diabolist, 

155 Bang Ward 


EASE OF SCOUTING 


SKILLS 




Cold Sleep, 

Wisdom Boost _^ 



Attack Boost 
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INFERN MOUNTAIN 


Chests 


I RANDOMX4 
u 'ARLORD'S HAMMER 
DMBIESBLISHT 
2YGGDRAS1L DEW 
S STAFF OF DARKNESS 
0 GGDRASIL LEAF 


& SACRED TALONS 


Outside 


T]=map point 

Q - CHEST 
0 = SEED OF SKILL 










































o =CHECKPOINT 
0=MAP POINT 
CHEST 

O = SEED OF SKILL 


LEGEND 
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ATTACK 

|A74| 

DEFENCE 

AGILITY 

|255j 

WISDOM 


ULJOJU 

255 
999 

__152 

Frizzle 

_30072 Ri!fil 40 O 

PI Seed of agilityfSMd of defence 

PJJH 90 Bombardier, 

148 Agility Boost 


BLACK DRAGON 


OvT) a 



ATTACK 


AGILITY 


MAGIC 


Interno. Blast Slash, 
Cold Bliz zard 
4705 ESIB o O 
i O Dragonsblight 


EASE OF SCOUTING 


SKILLS 



COCKATEER 


Mi ______ 

Q<j) * 

pp p w agp 

20 Big 196 B1 28 
174 180 

170 MfflM 37 

Swish, Baffling Bonk, 
Gust Slash 

339 BB1 33 O 

| 0 Silver broadsword 


ATTACK 


AGILITY 


MAGIC 


L 


1.5 

107 Bird Brain, 
142 Attack Boost 


EASE OF SCOUTING 


SKILLS 



SILVAPITHECUS 


W ^ 

_ T f is 

m 21 Hi 191'C3 

168 164 

172 tfiMll 1 ! 132 
Kasap, Kamikazae, Ksfrizi 

_ 290 BS4 C 

0 Wizard's shilling 

1.5 

105 Diabolist, 

155 Bang Ward j 


ATTACK 


AGILITY 


MAGIC 


EXP 


EASE OF SCOUTING 


SKILLS 


M0 HAWKER 


BUFFALGGRE 



O^) 9 


AnACK 


AGILITY 


MAGIC 


m 

21 m 1166 El 255 
' i 292 ||H|| 160 | 

| 145 ■MBMMISI 75 

_J Multiheal, Oomph, Boulder 

Bash; Hel m Splitte r 
1324460 BSBB413 o 

0 Seed of magic 


EASE OF SCOUTING 


SKILLS 


Os2> 9 



ATTACK Wm DEFENCE 


AGILITY WISDOM 


36 111250 
326 

T2B_ 

Psyche Up 
KB 4680 BB1450 O 

0 Seed of life 


EASE OF SCOUTING 


SKILLS 



AnACK 


AGILITY 


MAGIC 


EXP 


LLLLLL0 

36 Big 1768 IBa 255 
348 16S 

126 ITOlUi 83 
Meditation 

5264 E5H3 c o 

0 Sledgehammer 


EASE OF SCOUTING 


SKILLS 



0 

58 

288 199 

162 MMI 108 

Snooze, Fuddle, Crackle 
999 080264© 

0 Medicinal Kerb 

1 


ATTACK 


AGILITY 


MAGIC 


EXP 


1 8 Fear-monger, 

145 Defence Boost 


FALLEN PRIEST 



ATTACK 


AGILITY 


MAGIC 


EXP 


22 EH 213 GH 134 

179 |£||j2£gjj 156 

J 182 EWP 268 

| Hazing, Zammle, Kaswoosh 

_1 490 [0044 O 

0 Vggdrasil leaf/*Neutral ground 
1 1.5 

131 Woosh &Zam, 


EASE OF SCOUTING 


SKILLS 


142 Attack Boost 



_ 5> 

PP MPPMB 

49 |a 1565 El 30 
292 95 

90 ffJJHiMilJ 32 

.None 

(4 iso RUB o o 

0 Oaken Dlub/*Seed of strength 


EASE OF SCOUTING 


SKILLS 


ATTACK 


AGILITY 


MAGIC 


EXP 



ULGU 

32 113 532 E3 100 
25G iiwaaiwai 1 74 
160 IMUMl 220 

Shadcw Slash, Inferno Slash, 
Blizzard Slash, Blast Slash 

HUjo Hfo O 

R Nothing 


EASE OF SCOUTING 


SKILLS 


ATTACK 


AGILITY 


MAGIC 



22 El 208 EH 39 

210 mm 166 

_ 210 IWkiMlI 104 

Uncainatejkiindertoll Slash 

_ 460 [0055 O 

0 Obsidian sword/*Elfin elixir 
1.5 

31 Woosh S-'Zam, 

142 Attack Boost 


ATTACK 


AGILITY 


MAGtC 


EXP 


EASE OF SCOUTING 


SKILLS 

































































































































SKELETON SOLDIER 



0*5 ® 


ATTACK 


AGILITY 


MAGIC 


EASE OF SCOUTING 


SKILLS 


ni 17 Bia 201E3 i 6 

193 170 

166 BJIMtltUI 09 

_Midheal 

EM 365 M 45 O 

Sage's elixir 

11.5 

59 Healer, 

142 Attack Boost 


(§>133330 

I 02) 



ULmj 

7 Iffll 7 


ATTACK 

? 1 

DEFENCE 

AGILITY 

1 1 

WISDOM 


EASE OF SCOUTING 


SKILLS 


o Bo O 

FI Nothing 


^CH ECKPOINT S 




SOULSPAWN 


ATTACK 


DEFENCE 


AGILITY 


TORTURED SOUL 


0*5 © 

uTjjjE 

32 |j]| 486 E Wi 233 

184 mmm iss 

204 IWHftllil 196 


AnACK 


AGILITY 


MAGIC 


Magic Barrier, Magic 
Frailty. Insulatle, Kasag 

o 


EXP 

lo $ 

jgo 

Fj Nothing 

[ease OF SCOUTING 


SKILLS 



318 IWsillllfil 115 
Sweet Breath, Paralysing 
Punch, Mist Me, Venom 
Breath, W ave ot Pa nic 
550 E304O O 

m Yggdrasi! dew/*Ranger's axe 
1.5 

104Graveheart, 

174 


UjULuB 


ATTACK 


AGILITY 


MAGIC 


TEFENCf 


vVISDOM 


o RfflB n O 

R Nothing 


EASE OF SCOUTING 


SKILLS 



The hero runs into a darkened Incam us in the form of Ace of 
Spades, After you defeat the Ace of Spades, the hero uses the 
baryon sphere and the [ nearnus rejoins your team as wulfspade ace. 




Chests 



As you make your way through the seven floors of this mountain, 
refer to the maps to find your way to the top and to all of the 
chests. 
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►j'Boss Troll 


: the narrow path to the center of the second floor to find a 
: troll. You can not scout this boss troll. 



Don't miss the two red chests at the end of the outside path G: I 
up the msddle to find the commissioner. Take out the C_/"a :g a I 




Dr Snap transforms into a monster, Dr Snapped. He is joined by 
a tortured soul and a demon-at-arms. Take out his helpers first 
and throw everything you have at Dr Snapped. This Is a long 
fight, so make sure that you have plenty of healing items in your 
hand before the battle begins. Fortunately, you are fully healed 
before the battle. 



At this point, you can’t do anything but go to the 
commissioner’s office. When you regain control, revisit the 
Scout’s Stone. 


; ambushes the team at this point. This is a tough fight 
gainst a level 36, rank S beast. 




































This section is designed to function as a quick walkthrough for the game- If you just reed a hint, this is the guide for you. 



Visit Scoutmaster Shuffles 


Cut through the cave. 



£J|Domus Isle 


Go to Dorn us Isle. 


Jump on the other sea 


and begin his test. 




_ 




































P Domus Isle 






- znt the ore. 


Head back to the northern 
cave and exit to other side of 
island. 





Talk to the man downstairs 
and complete the garden 
challenge. 


Enter the shrine and defeat 
the second sentinel 



Domus Isle 




Visit the now open 
department store. Take the 
sea scooter to Intern Isle. 



Knock down the bridges 
quicker access to the 
scoutpost 


Enter the shrine and defeat 
the sentinel Then take the 
north jetty to Palaish Isle, 



Intern Isle 





Explore Intern isle and make 
your way to the other jetty. 


/ D 





















































Celeste Isle (South) 


Explore southern section of Enter the temple, 

island. 




Celeste Isle (North) 


Grab the lunar tablet and 
place it on the altar. 


Transport to the small island 
and enter the shrine. 



i Domus Isle i 


Go to Monster Scout HQ and 
talk to Dr Snap. Afterward, 
head to Infant Isle, 



f Domus Isle 


Grab darkonium from blue 
chest on newly opened 
section and take the western 
sea scooter. 



Fert Isle 


Explore the island and grab 
the darkonium crystals, 



© Domus Isle 


Head to Baden's Belfry at the 
MSO’s HQ and turn in your 
ten darkonium crystals to 
reach the finals. 



Enter the final shrine and 
defeat the sentinel. 
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Fert Isle and Palaish Isle 


for the fmaiSj do 
eveling up on Fert 
! ari'Ct complete Madame 
-•> -s garden challenge, 


Domus Isle 


■h* :o the receptionist at 
# • ;:er Scout HQ to start 


‘ rials. 
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After you have completed the game, you can load your game 
back up for a new endeavor The hero is in Solitaire’s office 
where she proposes a new non-stop challenge known as 
Solitaire's Challenge. 


There are two requirements to compete in Solitaire’s Challenge: 

ATTAIN RANK X IN THE BATTLE ARENA 

PASS THE ADVANCED MONSTER SCOUT PROFICIENCY TEST 



Those who make the grade get to fight the new Commissioner. 
This starts a new objective: fulfill Solitaire’s requirements. 


A man and woman are in the commissioner’s office and they 
have more challenges for you. 

The woman wants you to 
acquire a hundred different 
skills for your library, 

Complete this to receive a 
metal king slime. 

Next, collect 150 skiffs for 
your library to receive a 
metal kaiser slime. Collect all of the skills to get a monster fror 
Dragon Quest Vi //, leopolef. 

The man wants you to collect 1G0 monsters in your library. 
Complete this to receive a liquid metal slime. Next, collect 20C 
monsters in your library to receive a grandpa slime. Get all of 
the monsters in your library to get another monster from Dragc~ 
Quest Vi if r the god bird empyrea. 



PREPARE FOR FIGHT 
WITH SOLITAIRE 


After completing both the skills and monster libraries, the mar 
gives you a robbin'hood— the legendary thief from Dragon Ques: 
/// and Dragon Quest IV. The woman gives you a trode- the 
cursed king monster himself. 

-————--—--H» 


It would be worth your time to build up a good team of Rank A or S 
monsters tor this tight. Level up your monsters at the metal menagerie 
or Infern Isle’s Tartarus (the final dungeon}. You can talk to the blue¬ 
haired scout near the east sewer entrance to go straight to the entrance. 
You can wander through the entire Tartarus, or just step inside and use 
the Whistle ability to call enemies to you, Liquid metal slimes may also 
appear every once in awhile, You will also see some metal king slimes 
here, but not nearly as often. Use Metal Slash against these foes, or a 
weapon that is lethal against metal monsters such as the obsidian sword. 

You are unable to use items in this battle, so be sure your healer has a 
revive spell and a good heal spell. 
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UJUUUDU 

Critical Miss, Kafrizzle, 
Hustle Dance, 

Disruptive Wave 


m 


nMHVI 

unnI 


,ou have completed the Battle Arena and the Advanced 
~:er Scout Proficiency Test, talk to Commissioner Solitaire 
»fc“- her. Her team consists of the following three monsters: 


Kasag 


I r'eat Team Solitaire to receive 3 brass key from the 
linmissioner. She also informs the hero that this was just the 
fesr round and there are more to come. Return to her if you 
=nt to fight her again as practice. 



the brass key and 
'the sewer door 


Head down to the sewer 
and use the brass key on 
the locked door to enter Dr 
Snap's laboratory. There 
are notes to read among 
the books in the first room. 

Proceed to the back of the 
laboratory to find an estark. 

Estark was the lord of the underworld in Dragon Quest IV 

and made appearances in Dragon Quest 1/and 

Dragon Quest VI. Examine it to fight your first Rank X monster. 


[ESTARK 



Psyche Up, Kazammle r 
Flame Breath 

13925.500 E 305 O O 
R Royal rod 


J 




After defeating me estark. it joins your party and Igor Folds 
enters the lab Talk to him r and then leave the sewer. 
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Visit Scoutmster Shuffles in the tent or infant Isle. He runs the island's famous Monster Scout Proficiency Test. Here are the ten 
problems with cost, solution and prize. 



Problem Number 


F 


COST: S G 

PRIZE: MEDICINAL KERB 


-—- ——-- 

Problem; Bring him a monster that you've scouted! 

Solution; At this point, you have more than likely scouted 
c monster—show Scoutmaster Shuffles, 


Problem Number 


1U b 

!: ANTIMAGIC POWDER 



Problem; Bring him a monster that can equip a cypress staff! 

Solution; There are several monsters that can equip a 
I cypress staff, such as a dracky or platypunk, _? 


Problem Number 




COST: 25 G 
PRIZE: MAGIC ELIXIR 



This doesn't become available until after the opening 
ceremony of the challenge has taken place on Dorn us isle 


Problem; Bring him a monster that only appears on this 
island at night! 

Solution; If you have a ghost, winky, or stump chump 
i show it to Shuffles to complete problem 3, 

— ^ - 


Problem Number 



COST: 50 G 
PRIZE: BATTLE WHIP 


Problem: Bring him a monster of the dragon family! 

Solution: Return once you have scouted a monster of the 
dragon family, such as the Komodo—which can be foun: I 
j on^Xeroph isle. _J 
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olem Numbfci 


Problem Nu 


1 COST- 800 6 

1 PRIZE: "POSITIVE PULLER” 





; .: rTi: Bring him a Rank E monster! 

E- on: Bring back a Rank E monster, such as the 
- .-my boy from Xeroph Isle. 


oblem Number 



ARTIST S SCROLL 



?em: Bring him a monster that you've synthesised! 


Sc I;"ion: Once you have two monsters that you can fuse 
i -: don't care to lose t do it and return the synthesised 
-jctpr tn Shuffle 



Problem: Bring him a king slime from this \s\arz or 
anywhere else! 

Solution: You can scout a king slime from the top of 
^ Infant Isle rear the scout’s pledge stone. It can also be 


synthesised by fusing two sets of slimes together and tre=- 
/ fusing the two resulting slimes together. 



Problem: Bring him a Rank A monster! 


Solution: There are several Rank A monsters to choose 
r from, if you don't have one, you can scout giga rites from 
Infant Isle if you are strong enough. Or, try synthesising 
your own Rank A monster. 

L ^- 



^obiem: You have to bring him a Rank C monster that is 
- _50 of the material family. 

::iution; This problem is getting a little more specific. 

:j must have, a mud mannequin, a dingaling, a hunter 
■-eh, or a puppeteer to solve problem 7. You can scout a 
■ _nter meeh once you get to Celeste Isle. 


iOST: 500 G 
ZE: PLUS SCEPTRE 




-'Oblem: Bring him a jumping jackal! 

Solution: Can’t get more specific than that. You will need 
_ :: fuse two monsters to get a jumping jackal. Scout a 
:hainine from Palaish Isle and a frogface from Fert Isle. 

- use them together to get your jumping jackal. 
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Problem Number 


I COST: 1100 G 

I PRIZE: YGGDRASIL DEW | 

Problem: Bring him a hot-tempered monster that needs a 
spittoon! 

Solution: Bring him a spitnik. You can scout one on 
Xeroph Isle at night. 


U US1: UW G 

PRIZE: GOLD NUGGET 


Problem: Fill in the blank:_Quest is my favourite 

RPGi J Then bring him one—specifically a GREEN one. 

Solution: Bring him a green dragon. If you don't have one 

and haven’t killed the one in the temple on Palaish Isle. 

* scout that one. Otherwise, you need to synthesise one, Yc. 

can fuse an argon lizard with a frogface or jargon. Lizzy 

also has one to trade. 

_ ^ ---__- 


Problem Number 


f C 


COST: 1300 G 
PRIZE: SAGE'S STAFF 




Problem: He doesn't want any ‘G-rate’ monster, he wants 
a monster tbafs better than good. Now don't let his 
question 4 grate ? on your nerves too much. 

Solution: Show him a great argon lizard. There is a rare 
great argon lizard on Fert Isle. You can also scout four 
argon lizards and fuse them together to get a great argor 
lizard. Any monster with “great" in its name will work 
such as the great sabrecub or great sabrecat. 


Problem Number 


COST: 10DD G 
PRIZE: ELFIK ELIXIR 


ADVANCED MONSTER SCOuYPROFiaENCYTEST l 


After completing the 
game, you get another 
set of challenges from 
Scoutmaster Shuffles. You 
must complete this test to 
participate in Solitaire’s 
Challenge, 


Problem: Bring him a green slime that thinks it r s a 
courageous steed. Oh, and despites its name, it likes both 
night and day, 

^ Solution: Bring him a sit me knight to solve the first 
problem. If you don’t have one already, fuse a bealsltme 

r with a skelegon, „ 

—---—------— J 
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oblem Number 



gutzE: scdursewh!^ 

1 :: sm: Fetch him a “manly" monster. To figure out the 
l:e of monster he wants, you'll have to look closely at the 
sit: es name. 


Problem Nu 


®7 


COST. 1 BOO G 

[ PRIZE: NEUTRAL GROUND' I 

Problem: The many-armed demon he seeks wears a 
around its neck. It's MAL-evoient, it's WRATH-fut—and, 
er s it has wings too! 



von: Show him a “manly” merman to complete this 
sm. You can scout a bodkin archer and fuse it with a 
a-mynah to get a merman. Any monster with "man” 
:s name will work such as the mud mannequin and 
orman. 


■COST: 1500 
VRI2E: SAGE’S SCROLL 



Solution: The scoutmaster pretty much spells out what 
he is seeking this time, He says it is “MAL-evolent" and 
“WRATH Mu L He wants a malroth. This can be created by 
Fusing a demon-at-arms with a khaiamari, a buffalogre, or 
a living statue. 



oblem Number 


t: 1600 6 

II2E: HERO SPEAR 


:: enm The monster Shuffles seeks is a man-eating 
■ace that likes to think outside the box. Watch out- 
. :ne canny little carnivore! 

oiiom He wants a cannibal that thinks outside 
'cox. 1 Bring him a cannibox. If you do not have a 
■ i box, you can fuse two goody bags together to 
■ one. 


oblem N 


1700 G 

DRAGON SLAYER 


1 : eni: The ghoulish ghost that the scoutmaster seeks 
- s_. have a grin on its bony face, but it really is a very 
\ i 'sppy soul Just think about it... Sad souls whose bony 
r ' chide the torture within... 


Problem: Bring him a monster of the same type as your 
first monster. 


? Solution: Bring him a dracky, a platypunk, or a 
mischievous mole to complete the Advanced Monster 
Scout Proficiency Test. 


- idem: The monster he seeks was meant to stand on a 
:-r~estal P but it prefers to spend its whole life stomping 
at: ,-nd r with the same stony expression on its face. 

ution: Bring the scoutmaster a living statue to 
: _ olete number 6. You can fuse a wailin 1 weed with a 
mannequin or dingaling to get a living statue. 


ft'; „tioii: What he is looking for is a tortured soui. 

I - 'ihesise one by combining a wail in "weed with a giant 
I ra mud mannequin, or a hellhound. All of these are 
I see-table from Pert Isle, 
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BATTLE 


ARENA 







Once the battle arena is 
open, talk to the masked 
man in the tent to get 
started. There are seven 
tourneys ranging from 
Rank E to X. Each tourney 
consists of three matches. 
Win a I! three to clear 
that rank. 

If you have the Incarnus 
on your team r you will 
have to substitute it for 
another monster, so you 
do not draw any extra 
attention to it, 

You can play through 
ranks multiple times, but 
you will only receive a 
prize the first time. Your 
only commands during 
battles are Fight, Tactics, 
and Forfeit. 


Rules 


NO SCOUTING. 

FORFEITING WILL RESULT IN A LOSS. 
NO RESTING BETWEEN BATTLES, 


Rank E 


COST: 10 G 

PRIZE; SEED OF LIFE 




Round 0 



24 


Poisonous Poke 



DEFENCE 


AGILITY 


WISDOM 11H9 MAGIC 



23 Q3 


46 _ 

I Poisonous Poke 


24 





WISDOM 


Psyche Up 
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ATTACK 


DEFENCE 


MAGIC 


AGILITY 


9 E3 102 □ It 


AGIUTY 


Dazzle, Fire Breath 



Decelerate 


Sandstorm 


SKIPPER A 


FIRESPIRIT A 


DEFENCE 


ATTACK 


DEFENCE 


AGILITY 


DEFENCE 


ATTACK 


AGILITY 


DEFENCE 


AGILITY 


FIRESPIRIT B 


SKIPPER B 


ATTACK 


DEFENCE 



1 36 ] 

AGIUTY 


ATTACK 

1 w 

DEFENCE 

42 

AGILITY 

WISDOM 

\ H3 

EEB Defend, Fire Breath 



Final Round 


Round 


DEFENCE 


AGIUTY 


MAGIC 


Shade Slash 


ATTACK 


DEFENCE 


WISDOM 


MAGIC 


COST: 50 G 
PRIZE: METAL CLAWS 


AGIUTY 

























































































ATTACK 


DEFENCE 


AGILITY 


WISDOM 


MAGIC 



'COST: 100 G 

'PRIZE: DARKOKIUM CRYSTAL OR YGGDRASiL LEAF IF YOU 
ALREADY TURNED IN YOUR 10 DARKONIUM 


U0LUUUU 1 


Mercyrial Thrust, 6 u? 
Slash, Lightning Slas' 


GUJULUJ 


Frizzle, Body Slam 


Assassin’s Stab, 
Shade Slash 


U8JJJJJ 


Body Slam 


COST: 500 0 
PRIZE: MINUS SCEPTRE 


UJjSLUj 1 


Swoosh 


OUUJUUU 1 


Hatchet Man, Psv 


99 IHBB Haifa Man, 
Heim Splitter 


FENCING FOX 


Round 0 


BAG 0’ LAUGHS 


PHANTOM FENCER 


ATTACK 


DEFENCE 


AGILITY 


DEFENCE 


ATTACK 


ATTACK 


DEFENCE 


DEFENCE 


AGILITY 


GOODYBAG 


ATTACK 


DEFENCE 


AGILITY 


Round 0 


SCISSOR BEATLE 


ANGEL SLIME 


ATTACK 


DEFENCE 


AGiLFTY 


ATTACK 


DEFENCE 


BEETLEBULLY 


ATTACK 


AGILITY 




_ " j 

Jj 


ATTACK 

j 163 

DEFENCE 

[74 | 

AGILITY 


ATTACK 

1 152 | 

DEFENCE 

1 90 i 

AGILITY 


C 




7 


Final Round 


86 


WISDOM 































































































35 

161 


WISDOM mm MAGIC 


j Oomph, Kasap, Sag 




FROGFACE 


AGILITY 


ATTACK 


DEFENCE 



[Shade Slash, Lightning 
Slash, Gigaslash 



UjOULIIJ 1 


Sultry Dance, Tap Dance, 
Hustle Dance, Boom 


ATTACK 

126 

DEFENCE 

94 | 

AGILIT7 


j 


"inal Round 




AGILITY 


War Cry, Flame Slash, 
Bomb Slash, Helm 
Splitter, Hatchet Man 


19 


285 


48 


I War Cry, Flame Slash, 
Bomb Slash, Helm 
Splitter, Hatchet Man 


48 



Mercurial Thrust 


GREAT SABRECAT 


DEFENCE 


AGILITY 


C 


COST: 3000 G 

PRIZE: DRAGGNTAIL WHIP 


Round 




UJJU0LU 


DEFENCE 


DEFENCE 


ATTACK 


DEFENCE 


WISDOM 


20 11 296 30 

_ 128 KeMll 280 
Magic Barrier, Oomph 


WISDOM 


22 mj| 222 J21 141 
_ 138 WM\hM 104 
Kafizzle, Kaboom 




138 


WISDOM 


I Sweet Breath. Burning 
Breath, Spooky Aura. 

Flame Breath, Cold 
Blizzard j 



Round © 


312 


27 

L96 


WISDOM 


200 


Venomous Volley, 
Paralysing Punch, Hazing 

























































































UJLBULJU 8 


Kafrizz, Kaboom 


Kafizzle, Spooky Aura. 
Multislash 


Sandstorm, Swoosh, 
Magic Frailty, Kafizzle 


Stupefying Strike, 
Slowing Slug, Weakening 
Wallop, Helm Splitter 


Kafuddle, Boom 


UUULUCO 


COST: 2000 G 

PRIZE: LOYALTY CARO 


Psyche Up, Kaboom 


Breathtaking Bash, 
Shade Slash, Lightning 
Slash, Bomb Slash 


Hatchet Man, Kafizzle 


RESTLESS ARMOUR 


ATTACK 


AGILITY 


ROSEGUARDIN 


Final Round 


DEFENCE 


AGILITY 


ATTACK 


DEFENCE 


AGILITY 


Round © 


DESSERT DEMON 


ATTACK 


DEFENCE 


AGILITY 


DEFENCE 


KILLING MACHINE B 


ARCHDEMON 


ATTACK 


BELIAL 


ATTACK 


DEFENCE 


AGILITY 


Round © 


Final Round 


LETHAL ARMOUR 


GIGANTES A 


ATTACK 


DEFENCE 


AGILITY 


ATTACK 


DEFENCE 


AGILITY 


ATTACK 

1 304 | 

DEFENCE 

1 172 

AGILITY 















































































Psyche Up, Song of 
Salvation, Deep Breath. 
Gobstopper 


Hatchet Man 


Magic Frailty, Kasag, 
Bounce, Kafrizzle, 
Kazammle 


r: 3000 G 

:E; miracle mace 


C-C oi d Breath, C ra ckle J 


Gale Slash, Mercurial 
Thrust Blizzard Slash 


Kazappte, Kaswooshle 


KacracMe, Bounce, 
Reheal 


UJUUUOU 1 


Inferno Slash, Shadow 
Slash, Blast Slash 


AGILITY 


DEFENGE 


ATTACK 


AGILITY 


DEFENCE 


ATTACK 


iGANTES B 


WIGHT KING 


AGILITY 


DEFENCE 


DEFENCE 


ATTACK 


DEFENCE 


OCTAVIAN SENTRY 


Final Round 


MEGALODON A 


DEFENCE 


AGILITY 


DEFENCE 


ATTACK 


GRACOS 


WISDOM 


AGILITY 


ATTACK 


AGILITY 


ATTACK 


DEFENCE 


MEGALODON B 


AGILITY 


DEFENCE 


AGILITY 


DEFENCE 


ATTACK 


ATTACK 

| 333 | 

WISDOM 

| 264 | 





















































































MADAME 

RUMMY’S GARDEN 
CHALLENGE 




When you reach Pafaish Isle In your adventure, you talk to 
Madame Rummy about getting access to her gardens. Talk 
to the guy downstairs to attempt her garden challenge. The 
objective of the challenge is to gain access to all of her gardens. 
You must race against the dock to clear each area of a certain 
number of slimes. Jf you are successful, gates to the further 
reaches of the garden will open. Eventually, you will gain access 
to all of the palace gardens. As you strive to progress, remember 
this! Once you have opened an area, it will remain open—you 
may enter and explore at your leisure. At first, you may attempt 
to clear Madame Rummy’s winkies area. 



| Are you here to attempt Madame Rummy’s 
! Garden Challenge? 




Slime B 


Slime C 


Defeat 15 slimes in 3 minutes and 40 seconds to gain access 
to the kissies area. 


Slime A 


You find three sets of three slimes in this first area of the 
garden. Quickly find each set and defeat them. You can now 
enter the next area of the garden. Go ahead and check it out to 
find chests and a seed of skill. 
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in 2 minutes and 10 seconds to gain access to 


the huggies area. 


Run through the garden and defeat five sets of three slimes to 
get access to the kissies area. Defeat them quickly, because the 
clock continues to tick during battles. Once you have complete:: 
this part of the challenge, you have access to all of Palaish 
Isle's gardens! except for the metal menagerie. 










































letal Menagerie 


After you finish the first 
two challenges, the metal 
menagerie remains closed. 
Only scouts who have 
advanced to the Master 
Scout Challenge finals may 
enter there. Once you are in 
the finals, return to the guy 
at the door to the gardens. 


Defeat 15 slimes within 
5 minutes to receive an 
invitation to the menagerie. 

Run from slime to slime and 
defeat them until you have 
the necessary 15 slimes, 
Occasionally a slime will 
cast clang that puts up an 
| r ~penetrable wall in front of it. Clang wears off after each turn, 
:-t as long as it goes first, it will keep casting clang. 

I"e you have completed this, you gain access to the metaJ 
- rnagerie for two and a half minutes—which means excellent 
experience for your team. 

“iht as many metal slimes that you can in the two and half 
r lutes. There are metal slimes up front and a couple liquid 
-etaI slimes in the next area. Knock down a bridge to find a 
-ftaf king slime in the very back. The slimes get tougher to 
zefeatthe further back you go, but the experience goes up by 
:^ite a bit. All of them are a threat to flee though, so fighting 
"*e metal king slime is a big risk. You can waste a lot of time 







Equip your monsters with the 
obsidian sword, metal claws, 
or metal talons and bring a 
monster or two with the anti¬ 
metal skill. 


Take out a couple metal slimes and liquid metal slimes before 
going after the king metal slime. As long as you start the fight 
before the timer runs out, you can finish it. 



The 2 M time you attempt 
this challenge you must first 
defeat 16 slimes within 5 
minutes, then it is 17 and 
so on up to 24. Once you 
reach this point, every time 
after requires 24 slimes. 


After you complete the game, you can purchase a metal 
ticket from a lady in the sewer. She is located next to the 
weapon shop. She sells it to you for 10,000 gold coins and it 
is good for one visit to the metal menagerie without having to 
complete the initial challenge. 
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61 Cleanser (10), 59 Healer (30) - Rank C 


93 Martyr (10), 
72 Anti-metal (57) 


HEALSUME 


DEFENCE 


AGfUTY 


EXTRA SKILL POINTS 


SKILLS (Skill points) 


METAL SLIME 


ATTACK 


SKILLS (Skill Prints) 


ATTACK 


DEFENCE 


AGILITY 


REQUIREMENT 


36 «M 98 


1 52 j 

DEFENCE 

1 159 1 

AGILITY ] 

1 68 | 

EXTRA SKILL POINTS 

24 


In this chapter you can 
find out the deal synthesis 
matches for your monsters. 
However, each monster has its 
own requirements. This way 
you can create some monsters 
while only losing one monster. 
When you talk to the lady at 
the desk, she will give you 
five monsters that you can 
synthesise and what monster 
is required from you. 


Select the monster you want 
to fuse with, then select a 
monster from your list that 
meets the requirement. Just 
like normal synthesising, 
you are given one or three 
options as a result. The 
resulting monsters are 
selected in the same way as 
synthesising. 


102 Slirner (20), 1 Frizz & Bang 
(10), 148 Agility EoostdOl 


■ 10 Metal slime 


UHJUW"-""" 


159 


Monster Matchmaking becomes aval sable once you make the 
challenge finals. The first twenty monsters below become 
available—five at a time, Once you complete the main game, 
the last five monsters also become available, These stats are 
approximations, 


























































ATTACK 


DEFENCE 


SKILLS (5MI Points) 


142 Attack Boost (10) 


64 Speedster (10), 142 Attack + Rank F Nature 
Boost (30), 143 Agility Boost(lO) Family 




39 Dancer (20), 
148 Agility Boost(20) 


G00DYBAG 


DEFENCE 


AGILITY 


ATTACK 


DEFENCE 


EXTRA SKILL POINTS 


METAL DRAGON 


ATTACK 


DEFENCE 


EXTRA SKILL POINTS 


SKILLS (SMI FL'NLK 1 


$7 Cleric (10), 

142 Attack Boost (30) 


-RankC 


164 Fire Breath Ward (20), 

165 Ice Breath Ward (20) 


- 50 Great 
dragon 


56 


60 Cure-all (20), 
65 Mage Aid (10) 


- Undead Family 


162 


46 

35 


AGILITY 



60 Cure-all (20). 
142 Attack Boost (17) 


SKILLS (Sisi.lii Paints" 



ATTACK 

| 242 

DEFENCE 

1 31 | 

AGILITY 

WISDOM 

1 17 

EXTRA SKILL POINTS 

17 


80 

33 


+ 39 Seasaur 




umiD 


95 Nightmare (10), 

61 Cleanser (30), 152 (21) 


+ 159 Wrecktor 


PUPPETEER 


ATTACK 


DEFENCE 


AGILITY 


EXTRA SKILL POINTS 


SKILLS (SkillPoints) 


56 Icemeister (20), 22 Bang 6 
2am (30), 143 Attack Boost II (30) 


GIGANTES 


ATTACK 


DEFENCE 


AGILITY 


EXTRA SKILL POINTS 


SKILLS (Skill Points; 


180 


146 

51 



'Jj 


mh ' v 




- Rank A 

.. .._J 






















































































DESSERT DEMON 


DEFENCE 


AGILITY 


ATTACK 


REQUIREMENT 


1 03 


75 

90 


19 Bang & Zap (24), 
31 Frizz & Bang (24) 



50 Tfiunderwind Slashes (10). 
35 Crack & Zap 11(20) 


OCTAVIAN SENTRY 


AGILITY 


DEFENCE 


ATTACK 

1i 

WISDOM 

1 39 j 


30 

20 


+ Rank A Demon 

Family 




UBULLXD 


+185 Restless, 
armour 


80 Diminisher (10) 
48 Breath (20} 


AGILITY 


DEFENCE 


ATTACK 


EXTRA SKILL POINTS 


ikiil Kimtsj 



Rank D Beast 
Family 


68 Saboteur (IQ), 
148 Agility Boost(ZO) 


79 Bad Breath (20), 145 Defence + Rank D 
Boost (30) Material Fam 


LESSER DEMON 


DEFENCE 


SKILLS {Skill Points-} 


WALKING CORPSE 


DEFENCE 


ATTACK 


EXTRA SKILL POINTS 


SKILLS (Stall Points) 


IQ IS EI3 99 H3 46 
73 ■iWiflii m 

19 


m 




Rank 


Material 


Family 
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*- owing five become available after viewing the credits; 



74 Barricade (10), 145 Defence - Rank B Slime 
Boost (10). 148 Agility BoostCIO) Family 



98 Aquapothecary(15), 0 ,... 

176 Sleep Ward (15) + 81 King squ.d 



EXTRA SKILL POINTS 


REQUIREMENT 


109 Hive Mind (10), + 24 Metal king 

146 Defence Boost 11(10) slime 



63 Defender (10), 
145 Defence Boost (10) 


ATTACK 


DEFENCE 


AGILITY 


EXTRA SKILL POINTS 


ATTACK 


DEFENCE 


AGILITY 




SfliM McmsE 
^ r>ri items 


m 


28 


9S 


87 Muspell U0), 
148 Agility Boost(15) 


+ Rank A 


95 





























































As you visit the different islands you will run into rival masters 
that are ready for a fight. The monsters that each rival has 
changes as the game progresses, according to what period of 
time you are in. They are as follows: 

UP UNTIL THE SPECIAL BATTLE TAKES PLACE AT THE 

BATTLE ARENA 

UNTIL THE MONSTER SCOUT CHALLENGE FINALS TAKE PLACE 


AFTER THE MAIN GAME IS COMPLETE 



The rivals' monsters will get stronger as you get stronger. For 
example, during the first period of time their monsters are 
around level 5, But, if you are well above this, they will get 
stronger. How their stats increase is dependent on which maste- 
it is. 

You are able to scout the rivals’ monsters, but it is much 
tougher than out in the wild. There are some rare monsters with 
skills that you don’t often see, so it may be worthwhile to try 
scouting some. 


This section lists the islands that you can find each rival during 
each time period in the game. During the thsrd time period 
(complete game), no rivals will show up on Intern Isle. 



Enough talking. 

Let battle commence! 


ViliiViiiiiTniiii»iwiiiiiiii'|T»tti»wiii h iinmniniHl"™ n n 
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SWEETIE 





Locations 


XEROPH, PALAISH. INFERN, CELESTE. FERT 


Until Special Battle at 
Battle Arena 


WARD FOR WIN: QQMPtf POWDER. 10 GOLD 



wUUUUUU 

Tongue Lashing 
2 


MAGIC 


EAS E OF SCOUT IMG 


SKILLS 


56 Icemeister 
145 Defence Boost, 
148 Agility Boost 


HAMMERHOOD 



MAGIC 


EASE OF SCOUTING 


SKILLS 


Helm Splitter 
2 


92 Berserker, 

145 Defence Boost, 
148 Agility Boost 



MAGIC 

| Para lysing Punch 

EASE OF SCOUTING 

U 

SKILLS 

1 82 Assassin, 


148 Agility Boost 



■ . 

1UUUUUJ 


MAGIC 


EASE OF SCOUTING 


SKILLS 


Sweet Breath 

_ 2 

79 Bad Breath, 

145 Defence Boost, 
148 Agility Boost 



Until Challenge Finals 


REWARD FOP WIN: THINK NEGATIVE. 5C (SOLD 


■■■I 

uouLull 



MAGIC 


EASE Of SCOUTING 


SKILLS 


Sweet Breath 

_ _1 

66 Fortifier 
95 Nightmare, 
176 Sleep Ward 


PUPPETEER 



MAGIC 


EASE OF SCOUTING 


SKILLS 


Zm Sweet Breath 
1 


58 Dark Knight, 
95 Nightmare, 
176 Sleep Ward 


CURESLIME 



MAGIC 


EASE OF SCOUTING 


SKILLS 



Dazzle, Sweet Breath 
1 


6 Hypnotist, 

95 Nightmare, 
176 Sleep Ward 


DANCING DEVIL 



Sweet Breath, Hallowed 
Slash, Frost Slash 

1 

52 DarkEight Slashes, 
95 Nightmare, 

176 Sleep Ward 


EASE OF SCOUTING 


SKILLS 






















































































Locations 

fgpgf ■"* 


XERQPH PALAISH, INFERN, CELESTE 



Until the Special Battle at 
Battle Arena 


REWARD FOR WIN: INSUiADE. 10 GOLD 


MAGIC 


EASE OF SCOUTING 


SKILLS 


Sweet Breath, Bang 
0.5 


90 Bombardier, 
95 Nightmare. 
178 Sleep Ward 


MAGIC 

| Sweet Breath 

EASE OF SCOUTING 

0.5 

SKILLS 

! 83 Huntsman, 




176 Sleep Ward 


Snooze 

“2,5 


MAGIC 


EASE OF SCOUTING 


SKILLS 


76 Hypnotist, 

148 Agility Boost, 
151 Wisdom Boost 


EASE OF SCOUTING 


SKILLS 


63 Defender, 

148 Agility Boost. 
151 Wisdom Boost 


GORERILLA 



o 

BMH 

ljuguouu 


Mercurial Thrust, Dodgy 
Dance, Sweet Breath 


EASE OF SCOUTING 


SKILLS 


0.5 


j 84 Bounty Hunter, 
95 Nightmare, 

I 176 Sleep Ward 





| Sweet Breath, Dodgy 
Dance, Fuddle Dance 


EASE QF SCOUTING 


SKILLS 


_ m 

89 Dancer, 

95 Nightmare, 

161 Thunder Ward 



U0LLLUJ 


MAGIC 

| None 

EASE OF SCOUTING 

12.5 

S SKILLS 

1 55 Wind Blower, 


151 Wisdom Boost 



MAGIC 

[fire Breath 

EASE OF SCOUTING 

[ 2.5 

SKILLS 

140 Fire, 


151 Wisdom Boost 


RIPTIDE 



Shadow Slash, Weakening 
Wallop, Sweet Breath 

0.5 




EASE OF SCOUTING 


SKILLS 


58 Dark Knight, 
95 Nightmare, 
178 Sleep Ward 



Poisonous Poke, 
Poison Breath 

2.5 


EASE OF SCOUTING 


SKILLS 


104 Graveheart, 148 
Agility Boost, 151 
Wisdom Boost 





































































































Bemusing Breath, 
Burning Breatti 

0.5 


EASE OF SCOUTING 


179 Bad Greath, 

149 Agility Boost II, 
IS 7 Dazzle Ward 



/. 


SKILLS 


97 Cleric, 

149 Agility Boost II, 
167 Dazzle Ward 




j 





J r OUUUUUU 

Kafizzle. Zam 


jranari] 

Blinding Blow, Breathtaking 
Bash, Helm Splitter 

ftMMtilliH o.5 

80 Diminisher, 149 
Agility Boost II, 167 
Dazzle Ward 


Sweet Breath, Poison 
Breath 


Mist Me, Crackle, Amor 
Seco Rain 


105 Dtabolist, 

148 Agility Boost, 
167 Dazzle Ward 


79 Bad Breath, 
148 Agility Boost, 
167 Dazzle Ward 


98 Aqiiapotheca ry r 
149 Agility Boost if. 
167 Dazzle Ward 


Poisonous Poke, 
Paralysing Punch 


War Cry, Flame Slash, 
Lightning Slash 


77 Toxifier 148 Agility 
Boost. 167 Dazzle Ward 


PHANTOM SWORDSMAN 


EASE or SCOUTING 


S9JLSPAWN 


EASE OF SCOUTING 


















































































Locations 






WM 1 Frizz & Bang, 

143 Attack Boost II, 
148 Agility Boost 


92 Berserker, 

143 Attack Boost II 
148 Agility Boost 


1 Frizz & Bang, 
142 Attack Boost, 
148 Agility Boost 


1 Friz i & Bang, 
142 Attack Boost, 
148 Agility Boost 


Oomph, Hatchet Man 


J BUJULIIJ 

Oazzteteh, Flame Slash 


62 Champion, 

143 Attack Boost II 
148 Agility Boost 


0 Fire, 

143 Attack Boost II 
148 Agility Boost 


53 Fire Fighter 
142 Attack Boost, 
148 Agility Boost 


1 Frizz & Bang, 

145 Defence Boost, 
148 Agility Boost 


J UJGCUUU 

Heart Breaker, Spooky 


8 Fear-monger. 

143 Attack Boost II, 
148 Agility Boost 


109 Hive Mind, 
142 Attack Boost, 
148 Agility Boost 


Until the Special Battle at 
Battle Arena 


Until Challenge Finals 


SHE-SLIME {LEADER) 


SKE-SLIME (LEADER) 


FIRESPIRIT 


EASE OF SCOUTING 


EASE OF SCOUTING: 


SKILLS 


SKILLS 


ARGON LIZARD 


EASE OF SCOUTING 


SKILLS 


SKILLS 


LESSER DEMON 


C RABID 


EASE OF SCOUTING 


SKILLS 


100 
































































































GRANDEAD 


: AMT f XEROPH, CELESTE. FERT 


UJLUJJ 


Frizzle. Mercurial Thrust, 
Raralyjlrtg Punch, SS&ep Sack 


R WIN: STRONGMEDI DINE JO GOLD 


1 Friz? & Bang, 82 
Assassin, 143 Attack 
Boost II 


2 Frizz & Bang I!, 
92 Berserker, 

143 Attack Boost! I 


UOLLLUJ 


uBUUUUU 


Blinding Blow, Baffling 
Bonk. Kafizzle 


War Cry, Hustle Dance, 
Flame Breath 


tO Frizz & Zam, 

145 Defence Boost, 
151 Wisdom Boost 


22 Bang & Zam, 
145 Defence Boost 
151 Wisdom Boost 


81 Guerrilla, 

105 Diabolist 
143 Attack Boost II 


40 Fire, 91 Toughie, 
143 Attack Boost II 




67 Enfeebler, 

145 Defence Boost, 
151 Wisdom Boost 


Flame Slash, Kafrizz, 
Inferno 


Credits 


Locations 


Until the Special Battle at 
Battle Arena 


SKILLS 


DESSERT DEMON 


EASE OF SCOUTING! 


EASE OF SCOUTING 


KING CURESLIME 


————-—-—— 

—--7 

iFIRESPIRIT 


J§jk J 

S A • 1 

© 



© i 

1 RANK 

§ 


MAGIC 

None 

EASE OF SCOUTING 

2 

SKILLS 

61 Cleanser, 


EASE OF SCOUTING 


05 


j 41 Fire II, 

143 Attack Boost II, 
152 Wisdom Boost II 



© 

[namil 

OSuOuuu 


MAGIC 

jsap. Decelerate 

EASE OF SCOUTING 

12-S 

SKILLS 

168 Saboteur, 


145 Defence Boost, 


151 Wisdom Boost 1 

'■ ■ ■ ' ' ■ -—- J 


101 


■ a 1 


































































































REWARD FOR WIN: ANTIDOTAL HERB, 50 GOLD 


REWARD FOR WIN: TGSORASIL LEAF, 100 GOLD 


wfcn 


JUJ0UXD 

Zarnmte, Shade Slash, 
Ware of Panic 


J uLOLIIIj 

Zammle, Chilly Breath 


Break-dance Beat Weird 
Dance, Breathtaking 
Bash, Stupefying Strike 


88 Kiflheim, 

143 Attack Boost II, 
166 Whack Ward 


86 Cursader, 

142 Attack Boost, 
166 Whack Ward 


68 Saboteur, 

145 Defence Boost, 
151 Wisdom Boost 


66 Fortifier, 

143 Attack Boost II 
166 Whack Ward 


Bomb Slash, Hallowed 
Stash, Frost Slash 


Inferno, Cold Blizzard 


22 Bang & Zam, 

142 Attack Boost, 
166 Whack Ward 


51 Iceplosion Slashes, 
142 Attack Boost, 

166 Whack Ward 


46 Breath, 

143 Attack Boost II. 
166 Whack Ward 


100 Mime, 

143 Attack Boost H, 
166 Whack Ward 


Coo! Breath, Whack 


37 Crack & Zam, 
142 Attack Boost, 
166 Whack Ward 


94 Reaper, 

143 Attack Boost II, 
166 Whack Ward 


Until Challenge Finals 


SKELEfiON (LEADER) 


FIRESPIRIT 


EASE OF SCOUTING 


EASE OF SCOUTING 


EASE OF SCOUTING 


HELLHOUND 


EASE OF SCOUTING. 


EASE OF SCOUTING! 






























































































OREPHELIfl 


Locations 


IKFAMT, XEROPH, PALAtSK. CELESTE 


Until the Special Battle at 
attle Arena 


REWARD For WIN MAG IC EUX fl. 10 GOLD 


SCORPION 



Defending Champion, 
Sap 

"“2.5 


EASE OF SCOUTING 


SKILLS 


63 Defender, 

145 Defence Boost, 
151 Wisdom Boost 



i/. 


_o 

fTnjuu 

Poisonous Poke 


EASE OF SCOUTING 


_Z5 

109 Hive Mind, 

145 Defence Boost 
151 Wisdom Boost 



EASE OF SCOUTING 


2.5 


Frizz 


EASE OF SCOUTING 


1110 Materialist, 

145 Defence Boost, 

151 Wisdom Boost j 


Until Challenge Finals 


REWARD FOR WIN: SEED OF WISDOM, 50 GOLD 


I pppppH WI 

UjLgjjj 


Paralysing Punch, 
Poisonous Poke, Dim, Sag 

0.5 

67 EnfeebJer, 

77 Toxifier, 

149 Agility Boost fl 


EASE OF SCOUTING 


SKILLS 


METAL SLIME KNIGHT 



SJowing Slug, Heart 
Breaker, Weakening Wallop 

flSBl 


£G Diminishes 
81 Guerrilla, 

149 Agility Boost I 



I Sap, Decelerate, Dazzle,. 
Snooze 


EASE OF SCOUTING 


SKILLS 


1 68 Saboteur, 

76 Hypnotist, 

* j ^ 149 Agility Boost i\ 4 


HUNTER MEGH 



ioiiij 

Oomph, Accelerate, 

Paralysing Punch, Sleep Seek 

_ 1 

72 Anti-metal, 

B2 Assassin, 

149 AgiJiiy Boost M 


EASE OF SCOUTING 



EASE OF SCOUTING 


SKILLS 


BEETLEBQY 



EASE OF SCOUTING 


SKILLS 


1 


54 Boom Boxer, 
142 Attack Boost, 
149 Agility Boost M 


■ 



















































































































After Ending Credits 


REWARD FOR WIN: SEED OF WISDOM, IOO GOLD 





RANK 


UJJLlJuO 

Dim, Sag, Shade Slash, 
Frost Slash 


EASE OF SCOUTING 


SKILLS 


0.5 

38 Crack & Zam ll r 
67 Enfeebler, 

149 Agility Boost IJ 



| Slowing Slug Hein Splitter, 
Dazzleflash, Halted Slash 


EASE OF SCOUTING 


SKILLS 


_0,5 

57 White Knight, 
68 Saboteur, 

149 Agility Boost I 



Until the Special Battle at 
Battle Arena 


{REWARD FOR WIN: STRONG MEDICINE, 10 GOLD 



a 


Sleep Seek, Mercurial Thrust, 
Slowing Slug. Weakening Wallop 

0,5 


EASE OF SCOUTING 


f 80 Diminishes 
82 Assassin, 

149 Agility Boost I 



Kafizzle, Kaboom. Magic 
Frailty, Kamikazes 
0,5 


EASE OF SCOUTING 


j 70 Antimagic II, 
90 Bombardier, 
149 Agility Boost J 


jftCHAININE (LEADER) 



None 


EASE OF SCOUTING 


SKILLS 


2 


142 Attack Boost, 
145 Defence Boost, 
148 Agility Boost 


IfiJAILCAT 



Helm Splitter, Dodgy 
Dance, Gust Slash. Kate 
0.5 


EASE OF SCOUTING 


SKILLS 


53 Fire Fighter 
55 Wind Blower, 
149 Agility Boost Ii 


2,5 


91 Tough re, 

142 Attack Boost 
145 Defence Boost 


Frost Slash 


EASE OF SCOUTING 


SKILLS 


56 feemeister, 

142 Attack Boost, 
145 Defence Boost 




(Psyche Up 


MAGIC 


EASE OF SCOUTING 


SKILLS 


2 


91 Tough je, 

142 Attack Boost, 
145 Defence Boost 






104 





































































































■ til Challenge Finals 


ARO FOR WIN: SEED OF DEFENCE, 50 GOLD 



WEARTIGER 


EMHI 

ugOuHch 


MAGIC 


SKILLS 


[None 

mrnm i 

~\ 142 Attack Boost, 
145 Defence Boost 
75 Paralysis Ward 



UJQUJUJ 


MAGIC 

| War Cry. Boom 

EASE OF SCOUTING 

h 

SKILLS 

154 Boom Boxer, 


175 Paralysis Ward 



MAGIC 

Gust Slash, Swoosh 

EASE OF SCOUTING 

|l 

SKILLS 

55 Wind Blower, 


175 Paralysis Ward 


MAGIC 

Sandstorm 

EASE OF SCOUTING 

|l 

SKILLS 

191 Toughie, 


175 Paralysis Ward 




After Ending Credits 




ARD FOR WIN: QOMPH POWDER, 100 GOLD 




MAGIC 


EASE OF SCOUTING 


SKILLS 


Bemusing Breath 
0.5 


79 Bad Breath, 

143 Attack Boost II, 

175 Paralysis Ward < 


GORERILLA 



UJULLLLJl 

Hustle Dance 
0.5 


MAGIC 


EASE OF SCOUTING 


SKILLS 


91 Toughie, 

143 Attack Boost II, 

175 Paralysis Ward j 



j Paralysing Punch, 
Mercurial Thrust 


EASE GF SCOUTING 


SKILLS 


0.5 


82 Assassin, 

143 Attack Boost II, 
175 Paralysis Ward 


_ 

UJUUUUU 

Psyche Up, Kaboom 
0,5 


MAGIC 


EASE OF SCOUTING 


SKILLS 


54 Boom Boxer, 

143 Mack Boost II, 
175 Paralysis Ward 


3 


i.Rumm} 



■TjtslBTn 



[ Sleep Sock 


EASE OF SCOUTING 


[83 Huntsman, 

142 Attack Boost, 
175 Paralysis Ward 


Flame Slash, Helm 
Splitter 

nfiBu 

53 Fire Fighter, 

143 Attack Boost II 
175 Paralysis Ward 


SKILLS 
















































































Until the Special Battle at 
Battle Arena 


REWARD FDR WIN: STRONG MEDICINE, 10 GOLD 



MAGIC 


EASE OF SCOUTING 


| S3 Huntsman, 

142 Attack Boost, 
151 Wisdom Boost 


Psyche Up 



iNone 


EASE OF SCOUTING 


[59 Healer, 

142 Attach Boost 


151 Wisdom Boost 



RANK 


wJUUUUU 


MAGIC 

j Snooze 

EASE OF SCOUTING 

[2,5 

! SKILLS 

1 76 Hypnotist, 


142 Attack Boost, 

151 Wisdom Boost 

—- - v 



[None 


153 Fire Fighter, 

142 Attack Boost, 
151 Wisdom Boost 


Until Challenge Finals 


REWARD FOR WIN: SEED OF LIFE, 50 GOLD 



BEETLEBOY (LEADER) 


_ o 

uJUUoulj 

Psyche Up, Poisonous 
Poke 


11 Toxifier, 

148 Agility Boost, 

152 Wisdom Boost IE , 


FROGFACE 



Bnm 

CBuTlJ 


EASE OF SCOUTING 


Magic Frailty, Fizzle, 
Frizz 

1 

1 Frizz & Bang, 

69 Antimagic, 

152 Wisdom Boost II 



74 Barricade, 
Toughie, 

152 Wisdom Boost II 



Snooze, Cool Breath 


EASE OF SCOUTING 


mm 96 Cold Sleep, 

148 AgFlity Boost, 
152 Wisdom Boost II 


ifiSCORPION 



MAGIC 


EASE OF SCOUTING 


SKILLS 



[Helm Splitter. Zam, 
Cool Breath 


EASE OF SCOUTING 


[94 Reaper, 

148 Agility Boost 
152 Wisdom Boost I 




106 













































































































SCORPION 


er Ending Credits 


REWARD FDR WIN: YGGDRASIL DEW, 100 GOLD 


i^MAGGIE 


Locations 


j Oomph, Muitiheal 

Champion, 

Cleric, 

Wisdom Boost II - 


Sleep Sock f Kafizzle 
0,5 

70 Antimagic It, 

B2 Assassin, 

152 Wisdom Boost II 


MAGIC 


EASE OF SCOUTING 


EASE OF SCOUTING 


| Sandstorm, Cool 
Whack 


, 


0 ULTJLU 


MAGIC 


RANK 


CUOUOiJ 

Fuddle Dance 


EASE OF SCOUTING 


| 75 Seal, 

145 Defence Boost, 
151 Wisdom Boost 


MAGIC 


EASE OF SCOUTING 


89 Dancer, 

149 Agility Boost II, 
152 Wisdom Boost I 


MAGIC 


EASE OF SCOUTING 


j 89 Dancer, 

145 Defence Boost, 
151 Wisdom Boost 


fNFERN, CELESTE 


*fa[73iiifl Humfiryt; 
GsTiJon ClW'tenEE 


Crack, Zam 


37 CrackS Zam, 

145 Defence Boost, 

151 Wisdom Boost < 

i ___' 


Miypp p p pi 

luuuuuu 


63 Defender, 

145 Defence Boost, 
151 Wisdom Boost 


Pmhfeitis 


fops Rtofwtets 


Fizzle 


73 Bolsterer, 

94 Reaper, 

152 Wisdom Boost II 


Woosh 


Bang & Crack, 
Woosh & Crack, 
Wisdom Boost 


'auLuJUu 


I Weird Dance 


FUNGHDDL (LEADER) 


Psyche Up, Penny 
Pincher, Sleep Sock 

0,5 


EASE OF SCOUTING 


j : 77 Toxifier, 

83 Huntsman, 

152 Wisdom Boost I 


UJLD0UU 


SKILLS 


MAGIC 


107 































































































REWARD FOR WIN: SEED OF AGILITY, SO GOLD 




UJC0THJ 


ujusuaj 


frizzle, Crackfe. 
Swoosh, Boom 


60 Cure-all, 

63 Defender, 

170 Antimagie Ward 


63 Defender, 

67 Enfeebler, 

170 Antimagic Ward 


5 Frizz & woosh IE r 
17 Bang & Crack II, 
170 Antfmagic Ward 


4 Frizz Si Woosh, 

IS Bang Si Crack, 
170 Antimagic Ward 


©IBEIHl 


k MiiHSipp 

UJOUJJU 


IMUil Fizzle. Kazam r Whack 


Dazzleflash, Zap, Crack 


75 Seal, 

86 Cursader, 

170 Antrinagic Ward 


2 Frizz & Bang II, 

54 Boom Boxer, 

170 Anti magic Ward 


69 Antimagic, 

106 Dragon Lore, 
170 Antimagic Ward 


34 Crack& Zap, 

63 Defender, 

170 Antimagic Ward 


Sandstorm, Zammfe 


Accelerate, Shade 
Slash, Zam 


11 Frizz Si Zam If, 

73 Bolstered 
170 Antfmagic Ward 


58 Dark Knight, 

64 Speedster, 

170 Antimagfc Ward 




After Ending Credits 


Until Challenge Finals 


CURESUME 


EASE OF SCOUTING 


EASE OF SCOUTING; 


SKILLS 


SKILLS 


SKILLS 


WRECKTOR 


FALLEN PRIEST 


EASE OF SCOUTING 


SKILLS 




































































































Locations 


Monster Scout 
Proficiency Test 


INFANT, PALAISH, CELESTE, FERT 


BuXlk Afain 


Until the Special Battle at 

! 

Until Challenge Finals 

i 

Battle Arena 

' 1 

| REWARD FOR WIN: ANTIDOTAL HERB, 50 GOLD 

| 


Madame flifrurc/’j 
&antei? BtolfenfS 


REWARD FOR WIN: STRONG MEDICINE, 10 GOLD 



MAGIC 


EASE OF SCOUTING 


SKILLS 


4 Frizz & Woosh r ' 
84 Bounty Hunter, 
151 Wisdom Boost 


I Woosh 


MAGIC 


EASE OF SCOUTING 


SKfLLS 


2 


4 Fnzz & Woosh, " 
84 Bounty Hunter, 
151 Wisdom Boost 


MAGIC 

[None 

EASE OF SCOUTING 

2 

SKILLS 

84 Bounty Hunter. 


151 Wisdom Boost 


DRAKE SLIME 



I Flame Slash 


MAGIC 


EASE OF SCOUTING 


SKILLS 


53 Fire Fighter, 

84 Bounty Hunter, 
151 Wisdom Boost 


Ma&lmaMnjt 

Ssvlcfi. 


©' 


FIRESPIRIT (LEADER) 



la y iip ppff g a 

WjTujj 


iFrizzle, Penny Pincher, 
Woosh 


EASE OF SCOUTING 


SKILLS 


4 Frizz & Woosh . 
84 Bounty Hunter, 
154 Frizz Ward 


DESSERT DEMON 



3U 

Frizzle, Penny Pi richer, 
Bang 

“l 


EASE OF SCOUTING 


SKILLS 


11 Frizz & Bang, 

84 Bounty Hunter, 
* j 154 Frizz Ward 



EASE OF SCOUTING 


SKILLS 


40 Fire, 

84 Bounty Hunter, 

154 Frizz Ward i 



LUMP WIZARD 



BHI 

ubULujlI 




Frizzle, Penny Fincher, 
Zam 


EASE OF SCOUTING 


SKILLS 


10 Frizz & Zam, 
84 Bounty Hunter, 
154 frizz Ward 


Banns Manners 
and Iteirra. 


METAL SLIME 



Frizz, Penny Fincher. 
Fire Breath 

0,5 


EASE OF SCOUTING 


SKfLLS 


40 Fire, 

84 Bounty Hunter, 
154 Frizz Ward 


109 

























































































After Ending Credits 


m win: at 


100 GOLD 


DANCING FLAME(LEADER) 



Until the Special Battle at 
Battle Arena 


| Flame Slash. Penny 
Fincher, Kafrizz 


EASE OF SCOUTING 


SKILLS 


0.5 

5 Fri ji & woosh II. 
84 Bounty Hunter, 
154 Frizz Ward 



UULUCD 

Flame Slash, Frizzle, 
Boom 

^ 0.5 


[ 2 Frizz & Bang II, 
84 Bounty Hunter, 
154 Frizz Ward 




BESHEMOTH SLIME 



& 


.0LUJU 

Penny Pincher, Flame 
Slash. Flame Breath 
1 


EASE OF SCOUTING 


Ml Fire ILS4 Bounty 
Hunter, 154 Frizz Ward 


110 











































































































Sleep Sock, Hefrn 
Splitter, Poisonous Poke 

1 


EASE OF SCOUTING 


j 104 Graveheart, 
142 Attack Boost, 
174 Inaction Ward 


(Shade Slash, 
Slash, Zam 


EASE OF SCOUTING 


SKILLS 


58 Dark Knight 
142 Attack Boost, 
174 Inaction Ward 


MIRACLE MALLEI 50 GOLD 


After Ending Credits 


REWARD FOR WIN: MIRACLE MALLET, 100 GOLD 



125 


ANCHORMAN(LEADER) 



fa 


EASE OF SCOUTING 


Flame Slash, 

Flame Breath 

__Q.5 

41 Fire II. 

143 Attack Boost II, 
175 Paralysis Ward 


IMETAL DRAGON 



lifedame Rummy's 

*r 


f 11 Toxifier, 

143 Attack Boost II. 
175 Paralysis Ward 




v-! 



MAGIC 

| Ha buff 

EASE OF SCOUTING 

h 

SKILLS 

174 Barricade, 


142 Attack Boost 
174 Inaction Ward J 



MAGIC 

[Fire Breath, Frizz 

EASE OF SCOUTING 

|1 

SKILLS 

40 Fire, 


142 Attack Boost, 
174 Inaction Ward 



ranH 

uLbLluj 


Bomb Slash, Kamikazee 


EASE OF SCOUTING 



__0.5 

90 Bombardier, 

143 Attack Boost If, 
175 Paralysis Ward 



MAGIC 

[ Reheal, Kazing 

■EASE Of SCOUTING 

10.5 

SKILLS 

[ 59 Healer 


143 Attack Boost II, 
175 Paralysis Ward 




MAGIC 


Paralysing Punch, 
Poisonous Poke 


EASE Of SCOUTING 


I 


{77 Toxifler, 

142 Attack Boost 
174 Inaction Ward 


j 




Frizz & Zam, 
Attack Boost II. 
Paralysis Ward 
















































































Until the Special Battle at 
Battle Arena 


REWARD FOR WIN: STRONG MEDICINE. ID GOLD 


f 


JARGON (LEADER) 



154 Boom Boxer, 

142 Attack Boost, 
145 Defence Boost 



QCQJIIIJ 


56 Icemeister, 

142 Attack Boost, 


EASE OF SCOUTING 



145 Defence Boost 






145 Defence Boost 



EASE OF SCOUTING 


_2,5 

110 Materialist, 
142 Attack Boost, 
145 Defence Boost 



WILD SLIME (LEADER) 



J S3 Huntsman, 

146 Defence Boost ! 
148 Agility Boost 



BODKIN ARCHER 


UJJKXU 

Paralysing Punch 

_1 

82 Assassin, 

146 Defence Boost Jl, 

148 Agility Boost ^ 


EASE OF SCOUTING 


BROWNIE 



UJQLUUU 

Psyche Up f Flame 
Slash, Gust Slash 

1 


EASE OF SCOUTING 


49 Firewind Slashes, 
146 Defence Boost II, 
148 Agility Boost 



_ @ 

p . i!Mppa pp 

uoimr 


I Heal, Buff 


EASE OF SCOUTING 


1 


163 Defender, 

146 Defence Boost I 
148 Agility Boost 


SNAIL SLIME 



U0UUUUU 

Buff 


EASE Of SCOUTING 


2.5 

73 Bolstered 
142 Attack Boost, 
145 Defence Boost 


































































































DESTINY 


ARD FOR WIN: ANTIDOTAL HERB. 100 GOLD 


IFANT, PALAfSH, CELESTE, FERT 


JUUUUflU 

hafauff. Bfowbach, Helm 
Splitter 


Paralysing Punch, 
Sleep Sock 


REWARD FOR WIN: MAGIC ELIXIR, 10 GOLD 


82 Assassin, 

S3 Huntsman, 

146 Defence Boost II 


74 Barricade, 

92 Berserker, 

146 Defence Boost II 


Fine Breath 


Psyche Up, Weakening 
Wallop 


40 Fire, 

142 Attack Boost, 
151 Wisdom Boost 


10 Frizz & Zam, 

59 Healer, 

151 Wisdom Boost 


30 Diminisfier, 

14G Defence Boost II, 
149 Agility Boost II 


97 Cleric, 1 
46 Defence Boost II, 
149 Agility Boost II 


25 Woosh & Crack, 
145 Defence Boost, 
151 Wisdom Boost 


40 Fire, 

142 Attack Boost, 
151 Wisdom Boost 


Zammle, Frizzle 


11 Frizz S Zam II, 
143 Attack Boostll, 
146 Defence Boostll 


75 Seal, 

145 Defence Boost, 
151 Wisdom Boost 


ter Ending Credits 


Locations 


aPlp?T 


Until the Special Battle at 
Battle Arena 


IE OF SCOUTING 


NARDRAGON(LEADER) 


HEALSLIME 


HEADHUNTER 


SPIKED HARE 


MAGIC 


EASE OF SCOUTING 


iSE OF SCOUTING 


JAILCAT 




I RANK 

1 


113 














































































Until Challenge Finals 


After Ending Credits 


REWARD FOR Wl»: SAGE'S ELIXIR, 50 COLD 


REWARD FOR WIN: ELFIN ELIXIR, 100 GOLD 



_ 


■ * _ & 

nnH 

uWmj 

Magic Frailty, Fizzle 
1 


MAGIC 


EASE OF SCOUTING 


SKILLS 


69 Anti magic, 

142 Attack Boost, 
170 Antirnagic Ward 


FIRESPIRIT 



@ 


WJJUUULJ 

Frizz, Zam 

*1 


MAGIC 


EASE OF SCOUTING 


SKILLS 


10 Frizz & Zam, 

151 Wisdom Boost, 
170 Antimagic Ward 


RED DRAGON (LEADER) 



_ §_ 

BMH| 

UJOLUl! 


Sweet Breath, 
Poison Breath 



79 Bad Breath, 1 
"46 Defence Boost II, 
j 170 Antimagic Ward i 



n 


MAGIC 


EASE OF SCOUTING 


SKILLS 


Bomb Slash, Boom 
0,5 


23 Bang & Zam lf r 
146 Defence Boost II. 
170 Antimagic Ward 


FROSTBURN 



OUJUUUJ 

Zapple, Crackle 

1 

34 Crack St Zap, 

151 Wisdom Boost, 

170 Antimagrc Ward 


iflBSBi 


BUUUIUJ 

Flame Breath, Helm 
Splitter, Frizz 

1 


EASE OF SCOUTING 


53 Fire Fighter. 

151 Wisdom Boost, 
170 Antimagic Ward 




Zam, Shade Slash 
0,5 


EASE OF SCOUTING 


SKILLS 


/ 


58 Dark Knight, 

14G Defence Boost II, 

170 Antimagic Ward , 




L > 


170 Antimagic Ward 





114 





























































































W1NGLE 


xeroph, palaish, infern, celeste 


REWARD FOR WIN: JUMBO INSULADE, 50 8QLI 


'Bemusing Breath 
Burning Breath 


16 Bang &. Crack, 50 
Thunderwiiid Slashes, 
149 Agility Boost II 


76 Hypnotist, 

142 Attack Boost, 
149 Agility Boost II 


16 Bang & Crack, 
145 Defence Boost, 
148 Agility Boost 


76 Hypnotist, 

145 Defence Boost, 
148 Agility Boost 


uCCCljuj 


-jujuojm 

Swoosh. Coo! Breath 


31 Woosh & Zam r 
59 Healer, 

149 Agility Boost II 


25 Woosh & Crack, 
43 Ice, 

149 Agility Boost II 


59 Healer, 

145 Defence Boost, 
148 Agility Boost 


40 Fire. 

145 Defence Boost, 
148 Agility Boost 


Snooze, Decelerate 


Locations 


Until the Special Battle at 
Battle Arena 


Until Challenge Finals 


ORACKY (LEADER) 


ORACKY (LEADER) 


EASE OF SCOUTING 


EASE OF SCOUTING 


NIGHT EMPEROR 


GARGOYLE 


EASE OF SCOUTING 


'EASE OF SCOUTING 


SKILLS 


SKILLS 


SILVAPITHECUS 


NIGHT EMPEROR 


Snooze, Cool Breath 
2 


EASE OF SCOUTING 


[94 Reaper, 

145 Defence Boost, 
148 Agility Boost 


EASE OF SCOUTING 


155 Wind Blower, 

76 Hypnotist, 

149 Agility Boost II 





















































































After Ending Credits 


REWARD FOR WIN: JUMBO INSULADE. 100 SOLO 




NT, PALAISH t INFERN, CELESTE 


Jmjsujj 

Kafele, Magic Frailty, 
Katreck 


Bemusing Breath, 
Kaboomble 


17 Bang & Crack II, 
76 Hypnotist, 

149 Agility Boost II 


Multi heal., Wave of 
Relief, Kaswooshle 


Cold Blizzard 


151 Wisdom Boost 


44 Ice II, 

143 Attack Boost ff 
149 Agility Boost II 


26 Woosh & Crack II 
60 Cure-all, 

149 Agility Boost II 


^ OUUJLUU 

Body Slam 


91 Toughie, 

145 Defence Boost, 
151 Wtedom Boost 


53 Dark Knight 
142 Attack Boost 
151 Wisdom Boost 


Kaswooshle 


29 Woosh & Zap II, 
143 Attack Boost II, 
149 Agility Boost II 


OUJUUUU 


GREAT DRACKY (LEADER) 


Until the Special Battle at 
Battle Arena 


EASE OF SCOUTING! 


FROU-FRY (LEADER) 


SILVAPITHECUS 


[EASE OF SCOUTING: 


SKILLS 


ARGON LIZARD 


MAGIC 

Cool Breath 

EASE Of SCOUTING 

|2 

SKILLS 

43 Ice, 


MAGfC 

Fire Breath 

EASE OF SCOUTING 

2 

SKILLS 

53 Fire Fighter, 


MAGIC 

[None 

EASE OF SCOUTING 

|2 

SKILLS 

63 Defender, 



































































































m til Challenge 



Finals 



ffilHACKSAUfiUS 



MAGIC 


Frost Slash, Crackle 


m 

EOF SCOUTING 

SKILLS 

143 Ice, 


142 Attack Boost, 
1&2 Wisdom Boost I! 


, 


Helm Splitter, Dazzle 

1 


EASE OF SCOUTING 


1 76 Hypnotist, 

92 Berserker, 

152 Wisdom Boost II 


After Ending Credits 


REWARD FDR WIN: ANTIDOTAL HERB, 



irScrat 


Me Arena 


iSFROU-FROU (LEADER) 



Cold Blizzard, Kacrack 
0.5 


USE OF SCOUTING 


|44 Ice |l, 

143 Attack Boost 11, 
152 Wisdom Boost II 




|Sag. Flame Slash. 
Flame Breath 


EASE OF SCOUTING 


j40 Fire, 

67 Enfeebler, 

152 Wisdom Boost f 



| Burning Breath, 
Sandstorm 


EASE OF SCOUTING 


73- Bolsterer, 

77 Toxitier, 

152 Wisdom Boost I 


MEGALODON 



K9BPVBI 

UJJMJJ 

Venomous Volley, Magic 
Barrier, Kabuff 


EASE OF SCOUTING 


0,5 

73 Bolsterer, 

79 Bad Breath, 

152 Wisdom Boost II 



TYRANTOSAURUS 


UJJOUUU 

War C ry, Wea ken i ng Wa Slop, 
Sandstorm, Dodgy Dance 
0,5 


EASE Of SCOUTING 


58 Dark Knight, 

64 Speedster, 

152 Wisdom Boost I 
















































































Locations 



Until the Special Battle at 
Battle Arena 


REWARD FOR WIN: STRONG MEDICINE, 10 GOLD 


[Bn KING KELP (LEADER) 



EASE OF SCOUTING! 



142 Attack Boost, 
145 Defence Boost, 
148 Agility Boost 


i 





I None 


EASE OF SCOUTING 


2.5 


1142 Attack Boost, 
145 Defence Boost, 
148 Agility Boost 



aim ii j 


None 


EASE OF SCOUTING 


2.5 


1142 Attack Boost, 
145 Defence Boost 
148 Agility Boost 



MAGIC 


EASE OF SCOUTING 


SKILLS 


142 Attack Boost, 
145 Defence Boost, 
148 Agility Boost 


Until Challenge Finals 


REWARD FOR WIN: THINK NEGATIVE, 50 GOLD 




I None- 


EASE OF SCOUTING 


1 


142 Attack Boost, 

143 Attack Boost II, 
145 Defence Boost 



EASE OF SCOUTING! 


SKILLS 


L 


142 Attack Boost, 

143 Attack Boost II, 
145 Defence Boost 






BRSH 

UJBUUUU 


None 


EASE OF SCOUTING 


1 


142 Attack Boost, 

143 Attack Boost II, 
145 Defence Boost 



RANK 


uJLXMJU 


EASE OF SCOUTING 


1142 Attack Boost, 
145 Defence Boost, 
148 Agility Boost 


None 


None 


EASE OF SCOUTING 


142 Attack Boost, 

143 Attack Boost II, 
145 Defence Boost 


118 
















































































fter Ending Credits 


RD FOR WIN: NEUTRAL GROUND, 100 GOLD 


[None 


j Psyche Up 


EASE OF SCOUTING 


_ 0.5 

142 Attach Boast, 

143 Attack Boost I 
14.1 Attack Boost I 


EASE OF SCOUTING 


W Attack Boost, 

143 Attack Boost IL 

144 Attack Boost IU 


3 



MAGIC 

(None 

EASE OF SCOUTING 

0.5 

SKILLS 

142 Attack Boost, 


143 Attack Boost II, 

144 Attack Boost 111 



None 


EASE OF SCOUTING 


\ 142 Attack Boost, 

143 Attack Boost II, 

144 Attack Boost 111 



143 Attack Boost II, 

144 Attack Boost 1JI 






MMctirnaliCTf 



MAGIC 


EASE OF SCOUTING 


SKILLS 


Poison Breath 
3 

77 lexifier, 

142 Attack Boost 
151 Wisdom Boost 4 


119 























































































































UJULUO 


Hallowed Slash, 
Dazzleflash, Oomph 


53 Fire Fighter, 

62 Champion, 

152 Wisdom Boost ii 


57 White Knight, 

62 Champion, 

152 Wisdom Boost !l 


62 Champion, 

145 Defence Boost 
152 Wisdom Boost II 


68 Saboteur, 

145 Defence Boost, 
152 Wisdom Boost II 


Woosh, Gust Slash 
Oomph 


After Ending Credits 


Until Challenge Finals 


SKILLS 


EASE OF scouting: 


SKILLS 


SKILLS 


EASE OF SCOUTING 


EASE OF SCOUTING 



RESTLESS ARMOUR 


uXBinj 

Helm Splitter, Double- 
edged Slash 

1 


EASE OF SCOUTING 


92 Berserker, 

145 Defence Boost, 
152 Wisdom Boost I 




178 Fear-monger, 

145 Defence Boost, 
152 Wisdom Boost II 



55 Wind Blower, 

62 Champion, 

152 Wisdom Boost I 



Frost Slash, Breathtaking 
Bash, Oomph 

0,5 


EASE OF SCOUTING 


j 56 Icemeister, 

62 Champion, 

152 Wisdom Boost I 


L 


154 Boom Boxer. 

62 Champion, 

152 Wisdom Boost I 


[Paralysing Punch, 
Poison Poke 


;e Boost, 
m Boost! 


EASEOfSCOIJTING 
SKILLS Q 

















































































L 


FRANCIS DRAKE 






Locations 


PP 


XEROPH, PALAISH, CELESTE, FERT 


ntil the Special Battle at 
battle Arena 


ARB FOR WIN: STRONG MEDICINE, 10 GOLD 





SNAPDRAGON 


None 


MAGIC 


EOF SCOUTING 


SKILLS 


M 


2 


103 Naturalist 
142 Attack Boost, 
48 Agility Boost 




3 ' 

ffl RANK 

1 


LBuLUJU 

Fire Breath 

2,5 


MAGIC 


EASE OF SCOUTING 


r fcWilM 40 Fire, 

I 142 Attack Boost, 

1 148 Agility Boost 





I None 


MAGIC 


E OF SCOUTING 


SKILLS 


22 


l 


82 Assassin, 

142 Attack Boost, 
148 Agility Boost 



Kafizzle 


MAGIC 


EASE OF SCOUTING 


SKILLS 


_2.5 

75 Seat 

142 Attack Boost, 
148 Agility Boost 



rum Snooze 

WiiUtMilMMSl 3 

76 Hypnotist, 

142 Attack Boost, 
148 Agility Boost 


Mt 


Until Challenge Finals 


REWARD FOR WIN: SEED OF STRENGTH, 50 GOLD 


Midanni Riimmyi 

y 

i S 


JARGON (LEADER) 



Poison Breath, 
Poisonous Poke 

_1 

77 Tox liter, 

142 Attack Boost, 
176 Sleep Ward 


EASE OF SCOUTING 


SKfLLS 



I Bomb Slash, Bang 

1 


EASE OF SCOUTING 


SKILLS 


_90 

Bombardier, 

142 Attack Boost, 
176 Sleep Ward 


scf Proteins 


Bomts McnSfcrs 


ABYSS DIVER 



8ESHEM0TH SLIME 


Crack, Frost Slash, 
Tongue Lashing 

1 

56 Icemeister, 

142 Attack Boost, 
176 Sleep Ward 


EASE OF SCOUTING 


SKILLS 



iOULUJ 


[ Flame Slash, Fire 
Breath, frizz 


EASE OF SCOUTING 


SKILLS 


1 


40 Fire, 

142 Attack Boost 
176 Sleep Ward 



[Sleep Sock, Sweet 
Breath 


EASE OF SCOUTING 


SKILLS 


1 


95 Nightmare, 

142 Attack Boost, 
176 Sleep Ward 























































































B OF STRENGTH, 100 GOLD 


Sleep Sock, Paralysing 
Punch 


Sandstorm 


WIN: OOMPH POWDER JO GOLD 


91 Toughie, 

143 Attack Boost II, 
176 Sleep Ward 


82 Assassin, 

143 Attack Boost I!, 
176 Sleep Ward 


UjOuULu 


Slowing Slug, Stupefying 
Strike, Weakening Wallop 


82 Assassin, 

148 Agility Boost, 
151 Wisdom Boost 


92 Berserker, 

148 Agility Boost, 
151 Wisdom Boost 


94 Reaper, 

143 Attack Boost II. 
176 Sleep Ward 


80 Diminishes 
143 Attack Boost II, 
176 Sleep Ward 




UJCCLUJ 


57 White Knight, 
143 Agility Boost, 
151 Wisdom Boost 


110 Materialist, 
14S Agility Boost, 
351 Wisdom Boost 


Venomous Volley 


81 Guerrilla, 

143 Attack Boost ll r 
176 Sleep Ward 


After Ending Credits 


Locations 


JARGON (LEADER) 


Until the Special Battle at 
Battle Arena 


EASE OF SCOUTING; 


DEMONRIDER (LEADER) 


NIGHT EMPEROR 


GIGANTES 


EASE OF SCOUTING 


jEASE OF SCOUTING' 


SILVAPITHECUS 


EASE OF SCOUTING 


M 

K 


n 


MAGIC 

| Accelerate 

EASE or SCOUTING 

3 

SKILLS 

j 64 Speedster, 




122 




















































































itaff Seoul 
? ru?ic|an£yTest 


Battle Arena 


Madame (tommy's 
Gwten ChaPwigc 


Kfilohmiiliing 


REWARD FOR WIN: POSITIVE PULLER, 50 GOLD 


^ujuoajj 

Helm Splitter, 

Frost Slash 


56 Icemeister, 

92 Berserker. 

174 Inaction Ward 


54 Boom Boxer, 

67 EnfeebJer, 

174 Inaction Ward 


55 Wind Blower. 
94 Reaper 
174 Inaction Ward 


EASE OF SCOUTING 


SKILLS 



[53 Fire Fighter, 

76 Hypnotist. 

174 Inaction Ward 


©USES 




Heart Breaker, 
Shade Slash 

1 


EASE OF SCOUTING 


58 Dark Knight. 

81 Guerrilla, 

174 Inaction Ward 


123 














































































After Ending Credits 


REWARD FOR WIN: POSITIVE PULLER, 100 GOLD 



Gale Slash, Weakening 
Wallop, Helm Splitter 


Helm Splitter, 
Inferno Slash 


50 Thuntferwind 
Slashes, 80 Diminish&r, 
174 Inaction Ward 


49 Firewind Slashes, 
92 Berserker, 

174 Inaction Ward 


52 Darklight Slashes, 
76 Hypnotist, 

174 Inaction Ward 


JUJLUJOU 

Kafizzle, Magic Frailty, 
Blizzard Slash 


Shade Slash, Zammle, 
Blizzard Slash 


51 Iceplosron Slashes, 
70 Antimagic II, 

174 Inaction Ward 


51 Iceplosion Slashes. 
86 Cursader, 

174 Inaction Ward 


LETHAL ARMOUR (LEADER) 


EASE OF SCOUTING 1 


EASE OF SCOUTlNGj 


SKELETON SOLDIER 


EASE OF SCOUTING 


SKILLS 


124 


















































PERCY WEED 


“Vi 


Locations 


INFANT, PALAISH, CELESTE, FERT 


Until the Special Battle at 
Battle Arena 


REWARD FOR WIN: STRONG MEDICINE, 10 GOLD 



IILUJ 

Zapple, Crackle 
2 


MAGIC 


EASE OF SCOUTING 


SKILLS 


28 Woosh & Zap, 
145 Defence Boost, 
151 Wisdom Boost 



_ 

aUUuHuu 


Buff 


MAGIC 


EASE OF SCOUTING 


SKILLS 


2 


110 Materialist 
145 Defence Boost,, 
151 Wisdom Boost 



Until Challenge Finals 


REWARD FOR WIN: SPECIAL DRIf 


KHALAMARI KID (LEADER I 



OLLLLU 

Gust Slash, Zapple 


MAGIC 


EASE OF SCOUTING 


SKILLS 


1 


28 Woosh & Zap, 
145 Defence Boost, 
166 Whack Ward 


Mad ewe Rummy's 
Sftftfon stasata 

f 


1 ivli , 11 lt 'T 

Sfcrvits 



IXUOJLU 

j Defending Champion, 
Bounce 


EASE OF SCOUTING 


SKILLS 


1 


\ 74 Barricade, 
j 145 Defence Boost 

* J 166 Whack Ward 





UUUULUJ 


MAGIC 

| MidheaL Zing, Reheal 

EASE OF SCOUTING 

[i 

SKILLS 

59 Healer, 


166 Whack Ward 


L 


U 0 UULLD 

Kabuff, Ping, Oomph 
1 

66 Fortifier, 

145 Defence Boost, 

166 Whack Ward 


EASE OF SCOUTING 


SKILLS 



'QUJUJJJ 


MAGIC 


EASE Of SCOUTING 


SKILLS 


2,5 

73 BoJsterer, 

145 Defence Boost 
151 Wisdom Boost 



UU0LUJI 

J Bomb Slash, Hallowed 
Slash 



19 Bang & Zap, 
145 Defence Boost, 
166 Whack Ward 


125 












































































































rap p pa a p ps 

ualluil 


Swoosh, Kazap 

1 


EASE OF SCOUTING 


129 Woosh & Zap !l r 
146 Defence Boost II, 
166 Whack Ward 



Blizzard Slash, Sacred 
Slash 


EASE OF SCOUTING 


__0.5 

51 Icepfosion Slashes, 
14B Defence Boost II, 
166 Whack Ward 



RANK 


UMJUJ 



166 Whack Ward 



RANK 


UJUULuU 


MAGIC 

Kaswoosh, Kacraek 

EASE OF SCOUTING 

0.5 

SKILLS 

26 Woosli & Crack ll r 


146 Defence Boost II. 
166 Whack Ward 


KELVIN KLEIN 


Locations 



MSH, IN FERN, CELESTE 


Until Special Battle at 
Battle Arena 


REWARD FOR WIN: 


IRD’S COIN, 10 GOLD 



125 Woosh & Crack, 
142 Attack Boost, 
151 Wisdom Boost 




Crack, Cool Breath 
2 

43 Ice, 

142 Attack Boost, 
151 Wisdom Boost 


EASE OF SCOUTING 


SKILLS 



[ Frost Slash, Crackle 


EASE OF SCOUTING 


2.5 

56 Icemeister. 

142 Attack Boost, 
151 Wisdom Boost 




142 Attack Boost. 


! 151 Wisdom Boost 



EASE OF SCOUTING 


[59 Healer, 

146 Defence Boost I 
166 Whack Ward 


| Sandstorm 


EASE OF SCOUTING 


SKILLS 


2 


73 Bolstered 
142 Attack Boost, 
151 Wisdom Boost 


J 





























































































Until Challenge Finals 

£ 

After Ending Credits 

REWARD FOR WIN: WIZARD'S SHILLING, 50 GOLD 





Ifirsimul 
frolic lencv Test 



| Hallowed Slash, 
Frost Slash, Crack 


EASE OF SCOUTINGB 


SKILLS 


25 Woosh & Crack, 

51 Iceplosion Slashes, 
157 Crack Ward 



25 Woosh & Crack, 
56 feemeister, 

157 Crack Ward 


UUOULIIJ 

Tongue Lashing, 

Crack 



Breath, Crack 
1 

& Crack, 
157 Crack Wa rd 




Crackle 


:eplosion S 
Crack Ware 



MAGIC 


Sag, Crackle 


EASE OF SCOUTINGB 


SKILLS 


26 Woosh & Crack II, 
67 Enfeebler, 



157 Crack Ward 



Helm Splitter, Crackle 
0.5 


EASE OF SCOUTING 


SKILLS 


/_ 


26 Woosh 8 Crack II. 

SO Diminisher, 

157 Crack Ward J 







|Zammle f Shade Slash,. 
Crackle 


EASE OF SCOUTING 


0.5 


126 Woosh & Crack II, 
37 Crack & Zam, 

157 Crack Ward' 




EASE OF SCOUTING 


125 Woosh & Crack, 
69 Antimagic, 

157 Crack 


^TSSSBIHHI 

_ $ 

pppppppi 

UjjJqIjj 

Crackle, Bomb Slash 

0.5 


EASE OF SCOUTING 


16 Bang & Crack, 
26 Woosh & Crack I 
157 Crack Ward 


| Fizzle, Magic Frailty, 
frost Slash, Crack 



















































































EBEASTIAN 


ENFANT, ENFERN, CELESTE, FERT 


REWARD FDR WIN: OOMPH POWDER, 50 GOLD 


REWARD FOR WIN: STRONG MEDICINE, 10 GOLD 


JBB32M 


Tongue Lashing, 
Psyche Up 


Psyche Up 


58 Dark Knight, 
143 Attack Boost 0 
148 Agility Boost 


103 Naturalist, 

143 Attack Boost II, 
148 Agility Boost 


81 Guerrilla, 

142 Attack Boost, 
148 Agility Boost 


55 Wind Blov/ec 
142 Attack Boost, 
148 Agility Boost 


Psyche Up 


IWBl Heim Splitter, Psyche Up 


J UJULJDl 

Helm Splitter, Flarr ■ 
Slash, Body Slam 


103 Naturalist, 
142 Attack Boost, 
148 Agility Boost 


25 Woosh & Crack, 142 
Attack Boost, 

148 Agility Boost 


92 Berserker, 

143 Attack Boost II, 

148 Agility Boost 


53 Fire Fighter, 
143 Attack Boost 
148 Agility Boost 


Locations 


Until the Special Battle at 
Battle Arena 


Until Challenge Finals 


HELLHOUND 


FENCING FOX (LEADER) 


MISCHIEVOUS MOLE 


EASE OF SCOUTING 


EASE OF SCOUTING 


EASE OF SCOUTING 


EASE OF SCOUTING 


SKILLS 


SKILLS 


SKILLS 


GORERILLA 


iEASE OF SCOUTING 


EASE OF SCOUTING 


iEASE OF SCOUTING! 


SPIKED HARE 



MAGIC 

[ None 

EASE OF SCOUTING 

SKILLS 

1102 Slimer, 


148 Agility Boost 



LLOULUU 


MAGIC 

;War Cry, Bomb Slash 

EASE OF SCOUTING 

|i 

SKILLS 

. 54 Boom Boxer, 


143Attack Boost! 
148 Agility Boost 


128 

























































































Si GREAT SABRE CAT (LEADER) 





EASE OF SCOUTING 


[49 Firewind Slashes., 
92 Berserker, 143 
Attack Boost II 


Gale Slash 



[Deep Breath, Flame 
Breath, Chilly Breath 

[fflSjQ.5 

[47 Breath II, 

92 Berserker, 

143 Attack Boost I 



RANK 


uXiucu 

Double Lip, Meditation 


MAGIC 


EASE OF SCOUTING 


_0.5 

62 Champion, 

92 Berserker, 

143 Attack Boost I 



lludliTj 


Item {Vaif»wT= 


Boons Monsters 
-•lid |tan s. 



Blast Slash 


EASE OF SCOUTING 


SKILLS 


54 Boom Boxer, 

92 Berserker, 

143 Attack Boost I 


j Helm Splitter, 
Hatchet Man 


EASE OF SCOUTING 


192 Berserker, 

143 Attack Boost I 
149 Agility Boost I 
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EXCHANGERS 



At a certain time in your 
adventures, rival masters 
start hanging out in the 
dens of scoutposts. They are 
always at the small table 
on the right side as you 
enter the room. When you 
first meet a scout, you can 
become friends with them. 
The next time you run into 
that scout, they will offer a 
monster for exchange. 




The monster exchange offered by each scout depends on what you have accomplished in the game. There are four different period^ 

UP UNTIL THE SPECIAL BATTLE TAKES PLACE AT BATTLE ARENA 
UNTIL THE HERO COMPLETES THE FINAL SHRINE 
UNTIL THE MONSTER SCOUT CHALLENGE FINALS TAKE PLACE 
AFTER THE MAIN GAME IS COMPLETE 

The following shows each exchanger, where you find them at the different times 
during the game, the monster they are offering, and the requirement you need 
to do the exchange. 
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BOB a. 10 B 


} 




Until Special Battle at 
Battle Arena 


Until the Final Shrine 
is Complete 


[LOCATIONS: INFANT ISLE, 


LOCATIONS: INFANT ISLE. 

PALAISH ISLE 


CELESTE ISLE __ 


SPIKED HARE - 



56 


11 

intiiWM 48 Kama 64 

27 


SKILL POINTS 


82 Assassin. 103 Naturalist, 
145 Defence Boost 


Requirements for Exchange 


MATERIAL FAMILY X3 


:j 


BEHEMOTH SLIME + 


RANK 



UMJJJJ 

68 80 

61 


182 Assassin, 28 Woosh & Zap, 
148 Agility Boost 


Requirements for Exchange 


\ of ti-;. 


Battle Arena 


Mi’dims 

Garden GtoMgif 


Mitch riTflkmg 

R. c -i i 


ATTACK IBM DEFENCE fflM AGILITY 


WISDOM fill SKILL POINTS 


35 


45 

52 


Bums Mon 


ECKA-MYNAH 


Until the Monster Scout 
Challenge Finals 


After the Main Game is 
Complete 




[LOCATIONS: DOMUSISLE, 

| LOCATIONS: D0MUS ISLE 

XEROPH ISLE. FERT ISLE 

- 


IUM - 


■ ©] 

KING BUBBLE SLIME + 

Hv 


Ui.JJillJ |a " ■ 


ATTACK mm DEFENCE HEM AGILITY 


WISDOM ! WM SKILL POINTS 


82 Assassin, 63 Defender 
145 Defence Boost 


UJJJJUlB 23 EB 205 ca 26 


1 148 ItHHiHM 122 EHl 63 
0 113 ■iUUlljlUMta 100 
82 Assassin, 79 Bad Breath, 77 Toxifier 


Requirements for Exchange 


Requirements for Exchange 


13D HUNTER MECH 




44 METAL DRAGON 






















































































0UUUUUU 1 


uJjOuLIJ 1 


89 Dancer. 77 lexifier, 142 Attach Boost 


Attack Bol 


01 NOTSO MACHO 


89 Dancer, 57 White Knight, 
142 Attack Boost 


89 Dancer, 57 White Knight, 
142 Attack Boost 


152 DESSERT DEMON 


Until Special Battle at 
Battle Arena 


Until the Monster Scout 
Challenge Finals 


ARGON LIZARD 


METAL DRAGON 


ATTACK 


DEFENCE 


ATTACK 


DEFENCE 


AGILITY 


SKILL POINTS 


Requirements for Exchange 


Requirements for Exchange 


Until the Final Shrine is 


After the Main Game is 
Complete 


Complete 


ATTACK 


AGILITY 


SKILL POINTS 


Requirements for Exchange 


Requirements for Exchange 


[LOCATIONS: INFANT ISLE. 


LOCATIONS: PALAISH ISLE. 

PALAISH ISLE 


00MUS ISLE _ 




ISLE, XERQF 



ffJMM 23 

SKILL POINTS 

MAGIC 

39 Dancer, 82 Assassin, 1 
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Mons&r Scout 
Ftohdirncy >st 


ATIONS: PALA1SH ISLE, CELESTE 
ISLE, XERGPH ISLE 


LOCATIONS: INFANT ISLE, 
XEROPH ISLE 


104 Gravehteart, 77 Toxifier. 
142 Attack Boost 


104 Gravfiheart, 95 Nightmare, 
78 Fear-monger 


184 WALKING CORPSE X3 


PALAISH ISLE, CELESTE 
ISLE, XEROPH ISLE 


LOCATIONS. INFANT ISLE, FERT ISLE 


104 Grauetieart, 95 Nightmare, 
78 Fear-monger 


104 Graueheart, 25 Woosh & Crack, 1 Frizz 
& Bang 


itil Special Battle at 
rttle Arena 


Until the Monster Scout 
Challenge Finals 


ATTACK 


DEFENCE 


DEFENCE 


AGILITY 


iquirements for Exchange 


Requirements for Exchange 


Until the Final Shrine is 


Complete 


Complete 


MOOSIFER 


ATTACK 


DEFENCE 


AGILITY 


| 203 

DEFENCE 

| 160 

AGILITY 


Requirements for Exchange 


84 WALKING CORPSE 


Requirements for Exchange 


191 STARK RAVI 

















































































Until Special Battle at 
Battle Arena 


LOCATIONS: INFANT ISLE, 
PALAISH ISLE 



NATURE FAMILY X3 


aUJL LLU*^ 9 Ea 60 Ei w 

43 
13 

54 Boom Boxer, 89 Dancer, 91 Toughre 


DTOICE^^nGIUTY 

SKILLPOINtH 


ATTACK 

WISDOM 


Until the Final Shrine is 
Complete 




Until the Monster Scout 
Challenge Finals 


LOCATIONS: CELESTE ISLE, 
XEROPH ISLE 



UJUOULD 

m i29 


DEFENCE 


WISDOM 


SKILL POINTS 


154 Boom Boxer, 16 Bong & Crack, 
159 Zam Wand 


Requirements for Exchange 


70 GREAT SABRECAT 


LOCATIONS: INFANT ISLE, PALAISH 
I ISLE, FERT ISLE 



ATTACK 


DEFENCE 


SKILL POINTS 


MAGIC 


AGILITV 


Requirements for Exchange 
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rapheal 



^r- 


ntil Special Battle at 
attle Arena 


ICATIONS: CELESTE 


JHEALSLIME - 


dHBn 4 Ea 28 EH 28 


DEFENCE 


16 


WISDOM 


24 __ 

_ 45 0 

59 Healer, 102 Slimer, 148 Agility Boost 


31 


equipments for Exchange 


fclON FAMILY X3 


Member 3csm l 


Until the Monster Scout 
Challenge Finals 


LOCATIONS: PALAISH ISLE. CELESTE 
ISLE, FERT ISLE 


Baltic Araria 


Main Tie Rummy': 
tiarrtfen CSiallon# 


safe 


CURESLIME - 


LILWJJJi™ 17 Ea 136 ia 


17 111 135 m 98 
84 90 KWIIIM 125 

TOg59 ■aaiimiKisd 67 

Healer 53 Fire fighter, 151 Wisdom Boost 




Requirements for Exchange 


188 SKELETON SOLDIER 




Until the Final Shrine is 
Complete _ 


0CATI0NS: D0MUS ISLE, FERT ISLE 


ATTACK 


DEFENCE 


AGILITV 


SKILL POINTS 


WISDOM 


59 Healer 61 Cleanser, 158 Zap Ward 




17 BODKIN ARCHER 


After the Main Game is 
Complete 


LOCATIONS: OOMUS ISLE, 
XEROPH ISLE 


f 



AGILITY 


ATTACK 


DEFENCE 


WISDOM 


_ 263 KaiHiltMM 100 

59 Healer, 60 Care-all, 151 Wisdom Boost 


Requirements for Exchange 


38 DRAGURN AND 160 LETHAL ARMOUR 
















































































Until Special Battle at 
Battle Arena 


LOCATIONS: PALAISH ISLE, CELESTE 
ISLE. KER0PH ISLE 


3 


Until the Monster Scout 
Challenge Finals 


LOCATIONS: INFANT ISLE. 

PALAISH ISLE 





DEFENCE 


ATTACK 


12 m 88 


SKILL POINTS 


103 Naturalist, 64 Speedster, 
151 Wisdom Boost 



sera® 20 BB?oi E0 .f 


ATTACK KHI DEFENCE EH AGILITY 


WISDOM 


SKILL POINTS 


1 103 Naturalist, 64 Speedster, 
: 142 Attack Boost 


Requirements for Exchange 


Until the Final Shrine is 
Complete 


Requirements for Exchange 


After the Main Game is 
Complete 


| LOCATIONS: PALAISH ISLE, CELESTE 


LOCATIONS: INFANT ISLE. 

ISLE. XER0PH ISLE 


XEROPH ISLE 


JUMPING JACKAL 


RANK 


BOSS TROLL 


UJOLLUJ 

94 
21 


ATTACK 


WISDOM 


MAGIC 


16 m 134 

_ —— 

■ 55 


DEFENCE Ml AGILITY 


SKILL POINTS 


25 

!00 


103 Naturalist, 64 Speedster, 
148 Agility Boost 




189 

12 



ATTACK US DEFENCE El AGILITY 


SKILL POINTS 


100 


1103 Naturalist, 71 Auti’dragon, 
163 Earth Ward 


Requirements for Exchange 



Requirements for Exchange 


64 
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ntil Special Battle at 
attle Arena 




MCrnSiCr See lit 

Pwfaisiicff Test 


Until the Monster Scout 
Challenge Finals 


LOCATIONS: INFANT ISLE, 
CELESTE ISLE 


OCTAVIAN SENTRY + 



18 IU2 132 EH 61 
114 KiiiMi 128 BMWil 54 

89 KSHIJiWIii 67 

98 Aquapothecaty 60 Thunderwind 
Slashes, 145 Defence Boost 


IWiTsria mf! ftijmnFy’Ti 
Ggritpii Ciialln&p- 


MjirhiuakbE 

Setvlie 


Klval Master'. 




Requirements for Exchange 


159WRECKTQR 


After the Main Game is 
Complete 


ALAISH 


LOCATIONS: FERT ISLE 

ISLE, CELESTE ISLE _ 


.___J 


GREEN DRAGON - 


K 

J 

L 1 

J 



1 

106 

45 


ATTACK griM DEFENCE BW AGILITY 


WISDOM mm SKILL POINTS 


16 d 188 d 48 
" 101 76 

55 


I 98 Aquapothecary p 10G Dragon Lore, 
142 Attach Boost 


GIGANTES 





283 m 16 
66 


| 168 

DEFENCE 

55 

| AGILITY 

1 81 

SKILL POINTS | 

100 


[ 98 Aq japothecary, 72 Anti-metal, 
142 Attack Boost 


E 


equirements for Exchange 


Requirements for Exchange 


: 


NIGHT EMPEROR 


164JAMIRUS 
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Until Special Battle at 
Battle Arena 


LOCATIONS: OOMUS ISLE. 
XEROPH ISLE 




Until the Monster Scout 



Challenge Finals 


LOCATIONS: PALAISH ISLE, FERT ISLE 


SKILL POENTS 


^ 




102 Stimer, 96 Cold Sleep, 
151 Wisdom Boost 




Requirements for Exchange 


SLIME FAMILY X3 



Requirements for Exchange 


16 KING SLIME 



Until the Final Shrine is 
Complete 


After the Main Game is 
Complete 


| LOCATIONS: DOMUS ISLE, XEROPH 


LOCATIONS: CELESTE ISLE 

ISLE. FERT ISLE 


_ 


SEASAUR 


UJOUlUJ 

209 
78 


ATTACK 


WfSDOM 


MAGIC 


15 Bf 186 SHI 33 

£18 IWIItfl 64 

55 


SKILL POINTS 


102 Slimer. 160 Water Ward, 
106 Dragon Lore 



GOLEM 


ram® 


ATTACK IEM DEFENCE IraM AGILITY 


SKILL POINTS 


67 

1 102 Slimer. 104 Graveheart, 
142 Attack Boost 


Requirements for Exchange 


Requirements for Exchange 


9 SLIME KNIGHT 


21 KING CURESLIME 
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OUGAN 


1 




Jntil Special Battle at 
Battle Arena 


LOCATIONS: DOMUS ISLE, CELESTE 
ISLE, XEROPH ISLE 


SNAIL SLIME + 


RANK 


: 



32 


ATTACK 


WISDOM 


MAGIC 


DEFENCE HI AGILITY 


34 _ _ 

_ 12 39 

40 Fire, 65 Mage Aid, 145 Defence Boast 


; quirements for Exchange 




BGOtJ FAMILY X2 




Jntil the Final Shrine is 
Complete 


|LOCATIONS: DOMUS ISLE, CELESTE 
ISLE, XEROPH ISLE 


ROCKBOMB + 


IIIHI lua ij ■ 7° m 


15 f!3 70 na 16 

74 liKffili 118 IMIliif 45 
nilL’il 35 55 

40 Fire, 93 Martyr, 63 Defender 


: equirement$ for Exchange 


IARORAGON 


Z3 


Until the Monster Scout 
Challenge Finals 


LOCATIONS: INFANT ISLE, DOMUS ISLE 


L^. 


Battlo fawq 

w 

MatteiM Rummys 
Ganfleti Cballtnge 


M?Ediih3'MnR 

Samtoti 


Kiwi Mi 


9 

I 


DARK SLIME KNIGHT + 


RAMK 


14 ■■ 92 m 25 

IMMil 105 liWaMi 73 IMIftiM 100 


SKILL POINTS 


49 


35 


1 41 Fire II, 58 Dark Knight, 148 Agility Boost 



Soma Monsien 


Requirements for Exchange 


41 HACKSAURUS 


After the Main Game is 
Complete 


* 


OCATIONS: OOMUS ISLE, 
PALAISH ISLE 


JAMIRUS + 





19 23 

m 

204 

E3 


2B 


__ 


ATTACK mfm DEFENCE E UM AGILITY 


SKILL POINTS 


168 


42 Fire III, 107 Bird Brain, 4 Frizz & Woosh 


L 


Requirements for Exchange 


44 METAL DRAGON 
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Until the Final Shrine is 
Complete 


LOCATIONS: BQMUS ISLE 


After the Main Game is 

{Complete 

J 

LOCATIONSiXEROPN ISLE. 


PALAISH ISLE 




40 Fire, 77 Toxifier 


87 MuspelL 74 Barricade, 22 Bang & Za~ 


METAL KAISER SLIME 


DEFENCE 


AGILITY 


DEFENCE 


AGILITY 


Requirements for Exchange 


Requirements for Exchange 


ATTACK 

1 65 i 

WISDOM 

1 31 | 


NATURE FAMILY X3 


18 LIQUID METAL SLIME X2 



t 




Until the Monster Scout 


Challenge Finals 


LOCATIONS: DOMUS ISLE 
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SOLITAIRE 



----- ----- - -■ --- ------- .-^n=- - - - —' -,- 

After the Main Game is Complete 

1 

m 






Monitor Seoul 
P k rat*ci»n cy 7e$.t 


fiatllft Ar*r=a 


MetienK Ffuiniiiys 
Gurdsn 


Watchmaking 



Requirements for Exchange 


106 MQHAWKER AND 107 BUFFALOGRE 


Requirements for Exchange 


104 GIG ANTES AND 163 BOSS TROLL 




141 


























































As you travel between the islands on the sea scooters, you may 
be attacked by pirates—rarely, but it does happen. However, 
this won't happen until you travel from Celeste Isle to Fert isle 
and it only happens at night. 



Arrr, my young laddie. 


You’ll rue the day you sailed across our bow! 



Once you are attacked along this route, and you defeat the 


monsters, the pirates move to a new location. The pirates will 
switch between five different routes until you meet Captain 
Crow himself on the fifth route. They will move in the order 
shown on this map. 






Beware of pirates if you ore training betwee 
flumus and Jiaraph Mb 


Reports indicate that she leader frf Ifitse no-go 
scallywags refers to hiaself as *Cap s n Crow’. , 


pert Isle Nottceswird 


CELL kfeadguottet; 


At any time, you can find our 
which route the pirates are 
on by looking on the bulletin 
board in any scoutpost den. 
Just select Piracy Problems 
to get this information. 

For the monsters that have 
two experience amounts and 
two goJd amounts listed in 
this section, it is listed in 
the form of first encounter/ 
second encounter, 


rRouioin 



[SEA SCOOTER ROUTE: Between Domus Isle and Xeroph tsle 

MONSTERS ON PIRATE SHI Pi 98 gargoyle and 89 fencing 
foxes x2 

L_. 



SEA SCOOTER ROUTE: 

Between Celeste isle and 
Fert Isle 

MONSTERS ON PIRATE 
SHIP: 89 fencing fox, 153 
L dancing devils x2 


142 









































SEA SCOOTER ROUTE: 

Between Infern Isle and 
Celeste Isle 

MONSTERS ON PIRATE SNIP: 

158 octavian sentry and 
98 gargoyles x2 


j m K MJ 







SEA SCOOTER ROUTE: 

Between Xeroph Isle and 
Palaish Isle 

MONSTERS ON PIRATE SHIP: 

165 gracos 



f ROUTE 


SEA SCOOTER ROUTE: 

Between Infant Isle and 
Celeste Isle 


MONSTERS ON PIRATE SHIP: 

198 Captain Crow 

After defeating Captain 
Crow, he forces himself 
into your team. 






U0UUUUU 1 


21 30 icoo/1500 

Kafizzle, Heft; Mercurial 
Thmst, Sag 


Blizzard Slash, 
Weakening Wallop 


UjiULLJU 1 


mUl 1200 
E3 Halberd 


OCTAVIAN SENTRY 


FENCING FOX 


ATTACK 


DEFENCE 


AGILITY 


DEFENCE 


ATTACK 


GRACOS 


AGILITY 


ATTACK 


DEFENCE 


DEFENCE 


ASfUTY 


ATTACK 


7 



Multislash, Kasap, 
Oomph, Mercurial Thrust 


mm 200/300 MB 
m Steel broadsword/^Seed of wisdom 


CAPTAIN CROW 


GARGOYLE 


AGILITY 


DEFENCE 


ATTACK 


DEFENCE 


AGILITY 


ATTACK 


BE f 


WISDOM 

1 112 IvJMT] 



GOLD 

1500 

MAGIC 



U 










































































As you progress through the main game and prepare for 
Solitaire's Challenge you can talk to the people around 
Domus Isle and in the sewer to obtain some free monsters 
and items, He^e are some monsters and items you can get 
just from talking to the individuals in these areas. 

The stats given for each monster are approximate. You 
receive either the mechan-o p *wyrm or the heiigator, not both, 


144 























■buuuuuu 


89 Dancer 
142 Attack Boost 


SKILLS 


ATTACK 

1 66 | 

DEFENCE 

AGItITY 

1 26 | 

WISDOM 


[ How to obtain: Find it in 

the sewer at night after you 
1 have fought the special 
battle at the battle arena. 



y 

How to obtain: Find it in 
the sewer during the day 
after you have reached the 
challenge finals. 



asm 

Before starting the finals of the Monster Scout Challenge, talk 
to Igor Folds in his apartment to receive an elfin elixir, 


After you complete the main game, task to the guy near the 
tables in the front section of the Monster Scout HQ to receive a 
zombie slayer. 

f 


MECHAN-O'-WYRM 



EgEHBHPBI 

UJO^^U 


124 EH 84 
127 

_ 68 

74 Barricade. 

166 Whack Ward 


I ATTACK 

|99 | 

DEFENCE 

l AGILITY 

i 69 | 

WISDOM 


How to obtain: A guy in 

the sewers asks you which 
monster he should take: 
The mechan-o'-wyrm or the 
heligator. Decide for him 
and you get the other one. 

L 



Howto obtain; Get it from 
the guy next to Scoutmaster 
Shuffles after you have 
completed the scout 
challenge. 



103 Naturalist, 


How to obtain: A guy in 

the sewers asks you which 
monster he should take: 
The mechan-o'-wyrm or the 
heligator. Decide for him 
and you get the other one. 

l- 



AGILITY XU WISDOM 


126 

IMW j g 225 liHHKM 184 
1 98 ITOMM 117 

128 Captain Crow, 

142 Attack Boost 

How to obtain: Defeat 
Captain Crow, 




C 7 

After you complete the main game, talk to the lady standing 
next to the weapon shop in the Domus isle sewer, She sells 
you a Metal Ticket for 10,000 gold coins. This ticket gets you 
into Madame Rummy's metal menagerie immediately. You can 
return to her for another one after you use the one you bought. 

























































































The following is a iist of items that are available in the game. If there is a - for the buy cost, it is not available for sale at any 
of the shops. 


ITEM 

BUT COST (G) 

SELL COST (G) 

DESCRIPTION 

HOW TO OBTAIN 

Medicinal herb 

8 

4 

Restores 30 HP to a single ally. 

Infant Isle Item Shop, Domus Isle Item Shop, Docile 
I sle Department Store, Xeroph Isle Item Shop, 

Palaish Isle Item Shop 

Strong medicine 

50 

25 

Restores 60 HP to a single ally. 

Damns Isle Department Store, Palaish Isle Item 

Shop, Celeste isle Item Shop, Fert Isle Item Shop 

Special medicine 

1^1 

125 

Restores 120 HP to a single ally. 


MullS medicine 

eoo 

300 

Restores 30 HP to all allies, 

Fert Isle Item Shop, Domus Isle Department Store 
falter the start of the tournament) 

Yggdrasil dew 

3000 

1500 

Restores between 100 and 320 HP to all allies. 

Domus Isle Department Store (after the end of the 
game), Advanced Proficiency Test: Question 2 

Magic elixir 

300 

150 

Restores 30 MP to a single ally. 

Domus Isle Department Store, Palaish Isle Item 

Shop, Celeste Isle Item Shop 

Sage's elixir 

750 

375 

Restores 90 MP to a single ally. 

Domus Isle Department Store (after the start of the 
tournament) 

Elfin elixir 

1350 

630 

Fully restores the MP of a single ally. 

Domus Isle Department Store [after the end of the 
game), Advanced Proficiency Test: Question 1 

Yggdrasil leaf 

1500 

750 

A mystical leaf that resurrects a single fallen ally, 

Domus Isle Sewer Weapon Shop 

Antidotal herb 

10 

5 

Cures a single ally of the effects of poison. 

Infant Isle Item Shop, Domus Isle Item Shop, Xer:;- 
Isfe Item Shop, Celeste Isle Item Shop 

Moonwort bulb 

30 

15 

Cures a single ally of the effects of paralysis. 

Domus Isle Item Shop, Xeroph Isle Item Shop, 

Celeste Isle Item Shop 

Panacea 

550 

275 

Cures a single ally of all physical ailments, 

Domus Isle Department Store, Palaish Isle Item 

Shop Scoutpost, Fert Isle Item Shop 

Antimagic 

powder 

too 

50 

Enchanted dust used to seal an enemy's magic. 

Domus Isle Department Store, Fert Isle Item Shop 

Oomph powder 

900 

450 

Increases the attack power of a single ally. 

Domus Isle Department Store, Fert Isle Item Shoe 

Wizard's penny 

310 

155 

Increases one ally's resistance to enemy magic. 

Domus Isle Department Store, Celeste Isle Item 

Shop 

Wizard's shilling 

960 

480 

Increases all allies 1 resistance to enemy magic. 

Domus Isle Department Store (after the start of 
tournament) 

fnsLilade 

350 

175 

Increases tone ally's resistance to fire and ice 
breath attacks. 

Domus Isle Department Store, Celeste Isle Item 

Shop 

Jumbo Insulade 

1050 

525 

Increases all allies' resistance to tire and ice breath 
attacks. 

Treasure chest on the north side of Celeste Isle te- 
Sliop, Domus Isle Department Store (after the 
of the tournament) 

Seed of skill 

H 

23 

Permanently increases the skill points of a single 
ally by three. 

Find at night or most islands. 


146 
















































































































































































ITEM 

BUY COST (G) 

SELL COST (G) 

DESCRIPTION 

HOWTO OBTAIN 

Seed of life 


13 

Permanently increases the maximum HP of a single 
ally 

E rank reward in battle arena 

Seed of magic 


20 

Permanently increases the maximum MP ot a single 
ally. 


:?ed of strength 

- 

15 

Permanently increases the attack power of a single 
ally. 


Seed of defence 

- 

15 

Permanently increases the defence of a single ally. 


Seed of agility 

- 

.13 

Permanently increases the agility of a single ally. 


Seed of wisdom 

‘ r".’ 

10 

Permanently increases the wisdom of a single ally. 


Zhimaera wing 

25 

13 

Teleports you to the last scoutpost you visited. (Only 
works outside.) 

Dorrtus Isle Item Shop. Xeroph Isle Item Shop 

Exodust 

50 

25 

Teleports you out of the current tower, cave, or 
dungeon. 

Domus Isle Item Shop, Xeroph Isle Item Shop, 

Palaish Isle Item Shop 

Gold nugget 


5000 

A heavy chunk of solid gold. 

Treasure chest in the sewers, Advanced Proficiency 

Test: Question 3 

Darkoniuffi 

“ 

3500 

A very saleable piece of darkoniumtmdlafter you 
have turned in the initial 10 for the Monster Scout 
Challenge. 

Various areas in islands around the Green Bays. 

Positive Puller" 

7300 

CO 

Lures + monsters into battle. 

Domus Isle Sewer Weapon Shop 

Think 

Negative 51 

7500 

750 

Lures - monsters into battle. 

Damns Isle Sewer Weapon Shop 

"Neutral 

Ground'’ 

14500 

1450 

Lures +/- monsters info battle. 

Advanced Proficiency Test: Question 9 

Metal ticket 

10000 

- 

Grants entrance to the metal menagerie. 

Purchased from lady in sewer after completing the 
game. 

Warrior's scroll 

* 

1 

Teaches skill: 187 Warrior. 

Domus Isle Department Store 

Mage's scroll 

Priest's scroll 

- 

1 

Teaches skill: 188 Mage 

Domus Isle Department Stare 

- 

1 

Teaches skill: 189 Priest 

Domus Isle Department Store 

Martial artist’s 
scroll 

■ 

1 

Teaches $kill:19Q Martial Artist 

Domus Isle Department Store 

Sage’s scroll 

ft: 

a 

Teaches skil 1:191 Sage 

Advanced Proficiency Test: Question 6 

Thief's scroll 

- 

i 

Teaches skill: 192 Thief 



SPECIAL ITEMS 

- L— 






-V 


- 


f he following are items that you receive through the course ot playing the game. They are not purchased from a shop and cannot 
oe sold. 


ITEM 

DESCRIPTION 


"How to Zoom" 

A mystic tome that teaches the hero Zoom. 

Xeroph Isle Temple 

“The Joy of Evac” 

A mystic tome that teaches the hero Evac. 

Palaish Isle Temple 

"Whistling for Dummies" 

A mystic tome that teaches the hero Whistle. 

Celeste Isle or Fert Isle Temple 

J The Art of Vanishing” 

A mystic tome that teaches Vanish. 

Celeste Isle or Fert Isle Temple 

Loyalty card 

Allows you to purchase goods with a .20% discount at all 
shops. 

S rank reward in battle arena 

Lunar tablet 

A tablet engraved with the mark of the moon. 

Celeste Isle Temple 

Solar tablet 

A tablet engraved with the mark of the sun. 

Celeste isle Temple 

Baryon sphere 

A mysterious orb received from Warden Trump. 

Cell HQ after the tournament 

Brass key 

A key received from Solitaire. 

Received for winning Solitaire's Challenge, 



























































































































































This section of the guide is devoted to the weapons that you can equip as you play through the game. The Attack Power statistic is 


added to the monster's present Attack stat. 



WEAPON 

BUY COST (G) 

SEU COST (0} 

ATTACK POWER 

(description 

HOWTO OBTAIN 

Copper sword 

270 

135 

10 

A widely used sword made out of copper. 

Infant Isle item Shop 

Divine dagger 

530 

265 

13 

A silver knife lethal to the undead. 

Xeroph Isle Item Shop 

Rapier 

840 

420 

18 

A thin blade able to pierce dragon scales. 
Palaish isle Item Shop. 

Shop in Palaish Isle 

Steel 

broadsword 

2000 

1000 

30 

A sturdy sword forged from steel. 

Domus Isle Department Store. Celeste Isle 
Item Shop 

Zombiesbpe 

3850 

1925 

36 

A holy sword lethal to the undead. 

Domus Isle Sewer Weapon Shop 

Dragonsbane 

4700 

2350 

41 

A large sword lethal to dragons. 

Fert Isle Item Shop 

Obsidian sword 

" 

3500 

48 

A black sword lethal to metal monsters. 

Treasure chest behind boss troll on 

FertIsle. 

Silver 

broadsword 

11200 

5600 

62 

A wide-bladed sword with an eerie glow. 

Domus Isle Department Store (after the 
start of the tournament) 

Zombi esbligtil 

- 

4900 

67 

A divine sword lethal to the undead. 

Red chest in Intern Tartarus 

Dragonshfight 


5000 

72 

A trusty sword lethal to dragons. 

Received for defeating the black dragon - 
Intern Isle Tartarus. 

Giant's sword 

39000 

19500 

90 

A giant sword made for giant hands. 

Domus Isle Department Store (afterthe 
end of the game) 

Zombie slayer 

- 

8500 

31 

A wicked sword lethal to the undead. 

After completing the main game, talkie 
guy near tables in Monster Scout HQ, 

Dragon slayer 

- 

8750 

86 

A legendary sword lethal to dragons. 

Advanced Proficiency Test: Question 8 

Lost katana 

- 

10000 

110 

A mighty blade misplaced by an ancient 
warrior 

Wr-Fi 

fetal king 

sword 


31150 

102 

A mighty sword lethal to metal monsters. 

Wi-Fi 


148 







































































































































































WEAPON 

BUY COST (G) 

SELL COST (G) 

ATTACK POWER 

DESCRIPTION 

HOW TO OBTAIN 

Iron lance 

310 

155 

9 

An iron lance designed to skewer slimes 

Xeroph Isle Item Shop 

Pitchfork 

780 

390 

16 

sharp weapon for use against naturalists. 

Palaish Isle Item Shop. 

Sacred spear 

. 

460 

22 

A holy spear effective against demons. 

Received after defeating the Ore on 

Xeroph isle 

Partisan 

2300 

1150 

28 

A sturdy weapon for use against 
materialists. 

Domus Isle Department Store 

Holy lance 

2850 

1425 

34 

A holy lance effective against the undead. 

Celeste Isle Item Shop 

Hunting spear 

4400 

2200 

40 

A sharp spear effective against beasts 

Domus Isle Sewer Weapon Shop 

Dragon lance 

5300 

2650 

45 

A marvelous lance effective against 
dragons. 

Fert Isle Item Shop 

Halberd 

9600 

4800 

57 

A weapon with a spear's reach and an 
axe's strength. 

Domus Isle Department Store (after the 
start of the tournament}, Won from Gracos 
(Captain Crow) 

Hero spear 

- 

7750 

82 

Wielded by a heroic knight in days of yore. 

Advanced Proficiency Test: Question 7 

G^eBolg 

- 

21250 

94 

Critical hits are easier to land with this 
spear 

Wi-Fi 



WEAPON 

BUY COST (G) 

SELL GOST (G) 

AFACK POWER 

DESCRIPTION 

HOWTO OBTAIN 

Stone axe 

120 

60 

7 

A simple chopping fool made of stone. 

Infant Isle Item Shop 

Woodcutter axe 

650 

325 

14 

An axe for use against beasts and 
naturalists. 

Xeroph Isle Item Shop 

Iron axe 

990 

495 

23 

A useful axe made of iron. 

Domus Isle Department Store 

Woodsman's axe 

2150 

1075 

32 

An axe for use against beasts and 
naturalists. 

Fert isle Item Shop 

Headsman's axe 

- 

1300 

39 

Critical hits are easier to land with 
this axe. 

Red chest in CELL HQ and drop from 
Hacksauros 

Battleaxe 

6700 

3350 

52 

A large axe forged for the battlefield. 

Domus Isle Department Store (after the 
start of the tournament) 

Forester s axe 


4100 

60 

An axe for use against beasts and 
naturalists. 

Ceil HQ: Red Chest on the first floor 

King axe 

27500 

13750 

81 

In a word: AxellenL 

Domus Isle Department Store (after the 
end of the game) 

Ranger's axe 


8000 

90 

An axe for use against beasts and 
naturalists. 

Drop from soulspawn 

Executioner's 

axe 

“ 

19250 

93 

Critical hits are easier to land with 
this axe. 

Wi-Fi 


149 






















































































































































WEAPON 

BUY COST (G) 

SELL COST (G) 

ATTACK POWER 

DESCRIPTION 

HOWTO OBTAIN 

Oaken club 

90 

45 

3 

A durable club carved from solid oak. 

Infant Isle Item Shop 

Siudgehammer 

400 

200 

12 

A hammer for use against slimes and 
materialists. 

Xeraph Isle Item Shop 

Iron hammer 

1540 

770 

24 

An extremely durable hammer made 
of iron. 

Domes Isle Department Store, Celeste isle 

War hammer 

3200 

ieoo 

31 

A mighty hammer that can crush foes in a 
single blow. 

Oomus Isle Sewer Weapon Shop 

Miracle mallet 

- 

2900 

37 

A miraculous weapon that restores its 
wielder's HP. 

Drop from rival Daisy and rare drop from 
Wrecktor 

Giant wrench 

7300 

3650 

49 

An extremely large and heavy iron wrench. 

Demos Isle Department Store {after the 
start of the tournament) 

Sledgehammer 

- 

4100 

97 

A hammer for use against slimes and 
materialists. 

Drop from Atlas 

Marauder's maul 

43000 

21600 

80 

A frighteningly heavy weapon made of 
ircn. 

Domus Isle Department Store {after the 
end of the game) 

Warlord's 

hammer 

- 

8500 

58 

A mighty hammer that can crush foes in a 
single blow. 

Drop from Tyrantosaurus and red chest - 
Intern Tartarus 

Miracle mace 


28750 

87 

A miraculous weapon that restores its 
wielder’s HP. 

X rank reward in battle arena 



WEAPON 

BUY COST (G) 

SELL COST (G) ATTACK POWER 

DESCRIPTION 

HOWTO OBTAIN 

Leather whip 

380 

190 

2 

A leather whip able to strike all foes 
at once. 

Xeroph Isle Item Shop 

Battle whip 

- 

315 

6 

A gorgeous whip able to strike all foes 
at once. 

Rare drop from bodkin archer 

Thorn whip 

1400 

700 

8 

A prickly whip able to strike all foes 
at once, 

Palaish Isle Item Shop 

Sidewinder 

4000 

2000 

21 

A thick whip able to strike all foes at once. 

Domus Isle Sewer Weapon Shop 

Snakeskin whip 

- 

900 

12 

A scaly whip able to strike all foes at once. 

Red chest in Palaish Isle temple 

Chain whip 

- 

1400 

26 

A metal whip able to strike all foes 
at once. 

Drop from Captain Crow 

Dragontail whip 

- 

3350 

33 

A trusty whip able to strike all foes 
at once. 

A rank reward in Battle Arena 

Spiked steel 
whip 

18800 

9400 

42 

A woven-steel whip able to strike all foes 
at once 

Domus Isle Department Store (after : - ! 
end of the game) 

Scourge whip 


4600 

50 

A mighty whip able to strike all foes 
at once. 

Advanced Proficiency Test: Question; 

Gnngham whip 

- 

29000 

68 

A fearsome whip able to strike ah foes 
at once. 

Received alter defeating estark 



















































































































WEAPON 

BUY COST (G) 

SELL COST (G) 

ATTACK POWER 

DESCRIPTION 

HOW TO OBTAIN 

Stone claws 

75 

37 

5 

Simple stone claws. 

Infant Isle Item Shop 

Metal claws 


250 

11 

Claws useful against metal monsters. 

D rank reward in battle arena 

Iron claws 

1150 

575 

19 

Tough iron claws. 

Domus Isle Department Store, Celeste isle 
Stem Shop 

Sacred claws 

2500 

1250 

25 

Sharp claws useful against demons. 

Domus Isle Sewer Weapon Shop 

Razor claws 

3100 

1550 

33 

Powerful claws used by nimble fighters. 

Fert Isle Item Shop 

Steel cfaws 

5500 

2750 

43 

Rugged claws forged from steel. 

Domus Isle Department Store (after the 
start of the tournament) 

Metal talons 

■ - 

3600 

51 

Claws useful against metal monsters. 

Scoutmaster Shuffles: Question 10 

Gryphon talons 

34500 

17250 

77 

Claws which strike in the blink of an eye. 

Domus Isle Department Store (after the 
end of the game) 

Sacred talons 

- 

3250 

63 

Fearsome claws useful against demons. 

Red chest in Intern Tartarus 

Orichalcum 

claws 

- 

25750 

95 

Legendary claws forged from orichalcum. 

Advanced Proficiency Test: Question 10 



WEAPON 

BUY COST (G) 

SELL COST (G) 

ATTACK POWER 

DESCRIPTION 

HOWTO OBTAIN 

Cypress staff 

150 

75 

4 (+10 Wisdom) 

A plain wooden staff. 

Domus Isle Item Shop, Xeroph Isle Item 
Shop, Infant Isle: Red Chest in cave 

Rune staff 

730 

730 

12 (+22 
Wisdom) 

A mysterious staff with magical powers. 

Domus Isle Department Store, Palaish Isle 
Item Shop 

Phoenix sceptre 

- 

- 

8 

A staff that allows the holder to pass on 
its form in synthesis. 

Palaish Isle dungeon 

Plus sceptre 


1500 

23 

Used to ensure a synthesized monster 

is +. 

Scout Proficiency Test: Question 8 

Minus sceptre 

- 

1500 

23 

Used to ensure a synthesized monster is 

B rank reward in battle arena 

Ciysial staff 

3600 

1800 

34 

A staff studded with magic crystals. 

Domus Isle Department Store (after the 
start of the tournament) 

Staff of 
darkness 


2000 

47(+38 
Wisdom) 

A staff pulsating with dark energy. 

Red chest in Intern Tartarus 

Sage’s staff 

MM 

3750 

61 

A staff wielded by sages of old. 

Advanced Proficiency Test: Question 4 

Royal rod 


20750 

83 

Once owned by a king who couldn't keep 
his hands off it. 

Received after defeating estark 















































































































































BUBBLE SLIME 


HEALSUME 


BESHEMOTH SLIME 


45 | GREAT ARGON LIZARD 


LIQUID METAL SLIME 


43 I'DRAKULftfiGE 


KING BUBBLE SLIME 
METAL KAISER SLIME 


GREAT DRAGON 


ALA BAST DRAGON 


Slime Family 


Dragon Family 


RANK 


ARGON LIZARD 


DRAKE SLIME 


SKELEGOR 


DRAGURN 



mum 


Nature Family 


BULLFINCH 


HADES CONDOR 


71 ITREEFACE 


73 I BEETLE BOY 
































































































































































































































iiuinimwatittil 


Material Family 


Demon Family 


BAG O' LAUGHS 


FROGFACE 


DESSERT DEMON 


HEADHUNTER 


WEART1GER 


GARGOYLE 


'RECKTOR 


160 [LETHALARMOUR 


PUPPETEER 


161 | FALLEN PRIEST 


COCKATEER 


SiLVAPITHECUS 


13 E LIVING STATUE 


165 GRACOS 


BUFFALOGRE 


PAZUZU 


169 NIGHT CLUBBER 


Jndead Family 


Incarni 


SKELETON SOLDIER 


FIRESPIRIT 


STUMP CHUMP 


CLUBOON 


PHANTOM FENCER 


WALKING CORPSE 


RESTLESS ARMOUR 


DR SNAPPED 


s 

19? 

£ 

198 

X 

199 

X . 

200 


77 ? 

’ 204 

0IAMAGQN 

77 7 ■ 

205 

WULFSPADE ACE I 

77 ? 

206 

HAWK HART ACE 

??? 

mm 

CLUBOON ACE 

777 

— 

D1AMAG0N ACE 

777 

209 

ACE of SPADES 

m 

210 

'wildcard 


189 

GRIM RIDER 

190 

SOULSPAWN 

191 

STARK RAVEN 

192 

WAILIN' WEED 

193 

TORTURED SOUL 

194 

ROSEGUARDIN 

195 

BONE BARON 


NO. 

NAME 

173 

GHOST 


153 





















































































































































































































































































ABYSS DIVER 



B9HPnB 

Uimll 


STRENGTH 


118 


Their mighty bodies cart 
withstand even the pressure of 
the ocean depths. 


WEAPONS 


i Spears, Hammers, 
! Claws, Staves 


RESISTANCES 


Artful Dodger 
Sleepproof 


34 Crack & Zap 


FOUND AT 


SYNTHESIZED 

BY 


Sea&aurx Hades 
Condor, Argon 
Lizard x Great 
Argon Lizard 



UJUUUU0 


This regal deity is known as the 
Zemth dragon on another plane 
□f existence. 


Rusty anchors left unattended 
for long periods can turn rabid 
when magic is afoot 


Slimes who live virtuous h< 
are reincarnated in thissa 
form. 


Swords, Hammers. 
Claws, Staves 


1|| Spears, Whips. 
H| Claws, Staves 

Artful Dodger, Zapmi 
| |H Healed by Za: 
Vulnerable tc 


iHealed by Zap, 
ICold Breathproof, 
Whackproof 


Inaction proof 


97 Cleric 


110 Materialist 


Palaish Isle CNlgi 


Mechan-o-wyrm 

IxDrakulard 


[3 Dingaltng x 
■ Demon Family 


WEAPONS 


TRAITS 


iYNMSIZED 

ey 


n/t x 

* X l 

V 

/ 1 

[\i'" 


^ f | 

\ 11 / ft 


M J 


STRENGTH 




STRENGTH 

|64 

Sr 


STRENGTH 






















































STRENGTH 


High-level demons whose 
expertise in explosive magic 
makes them feared by ail. 


WEAPONS 


TRAITS 


RESISTANCES 


Swords, Spears, 
Claws, Steves 


Bangmeister 


Bangproot 

Whackproof 


SKILLS 


FOUND AT 


SYNTHESIZED 

BY 


Frizz & Bang I 


Dessert Demon x 
Megalodon, Natso 
Madia, or Moosifer, 
Headhunter x Dark 
Slime knight 


ARGON LIZARD 


'Wjjjjjj 


STRENGTH 


124 


These lizards intimidate their 
enemies by unfurling their 
imposing neck trills. 


WEAPONS 

Axes, Hammers, 
Claws, Staves 

TRAfTS 

| Escape Artist 

RESISTANCE 

IPoisonproof, 

|Paralysisproof 

SKILLS 

77 Toxifier 

FOUND AT I 

ert isle (Day), 
ragon Island 

SYNTHESIZE! 

BY 

| Komodo x Satyr 



STRENGTH 


Once opposed a certain trio of 
warriors while in the service of 
Hargon. 


WEAPONS 


TRAITS 


RESISTANCES 


Axes, Hammers, 
Claws, Staves 


Critical Massacre 
Wfiaekproof 



105 Diabolist 


FOUND AT 


SYNTHESIZED 

BY 


Gigantes x 
Moosjfer, 
Gigantes x Boss 
Troll, Gigantesx 
Garuda 


These barbarous bags mav := 
smiling, but they’re a sackful 
of trouble. 


WEAPONS 


TRAITS 


RESISTANCES 


Swords. Hammers. 


Claws, Staves 
None 

None 



78 Fear-monger 
Xeroph Isle (Ruins! 


SYNTHESIZED 

BY 


Platypunk x 
Firespirit 



STRENGTH 


A natural speedster, this beetle 
excels in body slams. 


WEAPONS 


TRAITS 


RESISTANCES 


Spears, Axes, 
Hammers, Staves 


I Psycho 


Vulnerable to 
Frizz, Sleepproot 



109 Hive Mind 

Fert Isle (Day) 


SYNTHESIZED 

BY 


Scissor Beatlex 
Notso Mac ho 


BEETLEBULLY 



STRENGTH 


Their huge horns are heralded 
as the horror of the insect 
world. 


WEAPONS 


TRAITS 


RESISTANCES 


Spears, Axes, 
Hammers, Staves 


[Psycho 


Vulnerable to 
Frizz, Dazzleproof 



S4 Bounty Hunter 


SYNTHESIZED 

BY 


Beetle-boy x Metal 
King Slime 


BEHEMOTH SLIME 



STRENGTH 


These slimes have undergone a 
transformation brought about 
by contact with dark matter 


WEAPONS 


TRAITS 


RESISTANCES 


Spears, Axes, 
Claws, Staves 


Psycho. Desperado 
Whackproof 


SKILLS 


FOUND AT 


23 Woosh A Zap 

Slime Island 



BELIAL 



_ 

bmhi 

UJULuoU 

160 


STRENGTH 


Demonic creatures who excel 
at both physical and magical 
combat, 


WEAPONS 


TRAITS 


RESISTANCES 


Swords, Spears, 
Axes, Staves 


Double Trouble, Bangmeister 
Bangproot, 
Whackproof, 
Vulnerable to Fizzle 


23 Bang&Zam I 


FOUND AT 



Archdemon x Gold 
Golem, Great 
Dragon, Atlas, or 
Dessert Demon 


55 
































































































8ESHEM0TH SLIME 


UjOLLLJU 

34 


STRENGTH 


She-slime$ exposed to dark 
matter become even more 
carnivorous f 


WEAPONS 


[Spears, fees, 
j Claws, Staves 


| Frizzmeister, Desperado 


RESISTANCES 

;4 m j 11 


Frfzzproof 



10 Frizz & Zam 


She-slimex 
Behemoth Slime 


BUCK DRAGON 



UJUUJU0 

165 


STRENGTH 


Some believe these dragons were 
turned black by the blistering heat 
of their own breath. 


WEAPONS 


Swords, Axes, 
Claws, Staves 


I Zammeister 


RESISTANCES 


Za mm proof, 
Whackproof 



69 Antimagic 


SYNTHESIZED 

BY 


Great Dragon x 
Bone Baron 


®" 


BODKIN ARCHER 



w 


UJMJJJ 

86 


STRENGTH 


Denizens of the forest who five 
in trees, targeting those who 
pass beneath the canopy, 

Spears, Hammers, 
Whips, Staves 



None 


RESISTANCES 


Fireproof 


66 Fortifier 


FOUND AT 


Fert isle (Day) 


SYNTHESIZED 

BY 


WeartigerxFIyguy 



There is a nasty rumour going 
around that he is jum's twin 
brother, 

11 IS Swords, Spears, 
Hammers, Staves 



None 


RESISTANCES 


Confusion proof 


66 Fortifier 


FOUND AT 


SYNTHESIZED 

BY 


Mum, Boh, or Jurr 
x Nature Family 



STRENGTH 


Curls its arms and legs up into 
a ball to sleep at night—how 
cute! 


WEAPONS 


[Swords, Spears, 
Hammers, Staves 


None 


RESISTANCES 


Fizzleproof 



59 Healer 


Mum, Joe, or Boe 
x Beast Family 



UULUOU 

161 


STRENGTH 


These sadistic aristocrats 
continue to oppress the masses 
even in death. 


WEAPONS 


I Swords, Spears, 
j Hammers, Staves 


RESISTANCES 



Counterstriker 
Vulnerable to 
Zap, Whackproof, 
Inaction proof 


105 Diabolist 


SYNTHESIZED 

BY 


Dark Slime 
Knight x Grim 
Rider, Mohawker 
x Grim Rider 



These bloodthirsty fiends pound 
their enemies into the ground, 
and the ground into dust. 

Spears, Hammers, 
Claws, Staves 

Critical Massacre 
Whackproof, 
Dazzle proof, 
SEeepproef 



RESISTANCES 



71 Anti-dragon 


Fert Isle in freehole 


SYNTHESIZED 

BY 


Gigantes x 
Buffalogre 



STRENGTH 


Though typically mifd-mannere: 
these monsters swing their 
hammers when angered, 

Spears, Axes, 
Hammers, Staves 



Psycho 


RESISTANCES 

'.-J, — :U '.> ' 


Drain IVfagicpro" 


84 Bounty Hunter 


FOUND AT 


SYNTHESIZED 

BY 


Hammerhood i 
Nature Family 



























































































Peppery pals proficient 
at pulverizing passing 
perpetrators. 


Swords, Spears, 
Axes, Staves 



None 


RESISTANCES 


Vulnerable to 
Frizz, Sleepproof 



68 Saboteur 


Paiaish Isle (Day) 


SYNTHESIZED 

BY 


Capsichum x 
Capsichum 


BULLFINCH 



STRENGTH 


__148 

Wild monsters that use therr 
horns to toss their prey about 
before feasting. 


WEAPONS 


■Swords, Hammers, 
Claws, Staves 


j Psycho 


RESISTANCES 


Whackproof, 

Confusionproof 


32 Berserker 


FOUND AT 



Gigantes x 
Soulspawn 



STRENGTH 


A powerful pirate who perished 
pursuing a line of light leading 
to legendary lands. 



Swords, Axes, 
Whips, Staves 


RESISTANCES 


Psycho 

Whackproof, 
Conf usion proof, 
Paralysisproof 



128 Captain Crow 


Defeat Captain Crow 
in Pirate side quest 


SYNTHESIZED 

BY 


None 


STRENGTH 


Trying to tip these bovines over 
will earn you a kick in the rear. 



Axes, Hammers, 
Claws, Staves 


Counterstriker 


RESISTANCES 


Vulnerable to 
Sleep/Sagproof 



91 Toughie 


FOUND AT 


SYNTHESIZED 

BY 


Eveel x Weartiger 


STRENGTH 


Wicked monsters who take 
the form of chests to lure 
adventurerers inforthe kill 



Swords. Hammers, 
Claws, Staves 


RESISTANCES 


Desperado 

Whackproof 


FOUND AT 


78 Fear-monger 
Paiaish Isle (Temple) 


SYNTHESIZED 

BY 


Goodybagx 

Goodybag 



STRENGTH 


These dirty dogs wrap their 
collars around their victims 
before landing the final blow, 



Spears, Axes, 
Hammers, Staves 


None 


RESISTANCES 


Dazzleproof 



! 100 Mime 


Paiaish Isle (Night) 


SYNTHESIZED 

BY 


Spiked Harex 
Fencing Fox 


Fowl faces that bode foul 
magic, 


Spears, Axes, 
Claws, Staves 



RESISTANCES 


Artful dodger 

Confusion proof 


161 Cleanser 


FOUND AT 


Xeraph Isle (Night) 


SYNTHESIZED 

BY 


I Boarfish x 


Winky 

































































































102 


CBCKATEER 



uUUbUU 


STRENGTH 


121 


Cocky fighters who are fearless 
in combat, 



Swords, Spears, 
Hammers, Staves 


RESISTANCES 


Fly Swatter 
Sleepproof 



107 Bird Brain 


infern Isle (Outside 
Tartarus) 


SYNTHESIZED 

BY 


Notso Macho x 
Skeleton Soldier 



STRENGTH 


These fiery creatures are 
actually passionate lovers as 
m \I as fighters, 


WEAPONS 


Swords, Hammers, 
W'fiips, Staves 


RESISTANCES 


Frizzmeister 

Healed toy Frizz, 
Vulnerable-to Crack, 
Healed by Fire Breath 



S3 Fire Fighter 


Xeroph isle (Day) 


SYNTHESIZED 

BY 


Bag o 1 Laughs x 
Firespirit 



«jlhhj 


STRENGTH 


18 


This hard-shelled crustacean 
boasts a nifty fine in 
sidestepping. 


WEAPONS 


Swords, Axes, 
Claws, Staves 



Vulnerable to 
Frizz 


63 Defender 


Xeroph Isle Wight) 


SYNTHESIZED 

BY 


Scorpion x Lips 


DARK SLIME 



mJJolJJ 


STRENGTH 


117 


Similar to drackies, these 
sinister slimes enjoy slurping 
on the blood of humans. 



Spears, Whips. 
Claws, Staves 


RESISTANCES 


Artful Dodger, Zam meister 
Vulnerable to 
Zap, Healed by 
Zam 



B7 Muspell 


SYNTHESIZED 

BY 


Wreckior x 
Slime Family, 
Mum x Phantom 
Swordsman 


CURESUME 



UUUOUUU 

104 


STRENGTH 


These medical specialists are 
more adept than their healslime 
cousins. 


WEAPONS 


Spears, Whips. 
Claws., Staves 


Health Professional 


RESISTANCES 


Whack proof, 
Fizzleproof 


59 Healer 



HeaSslime x 
Behemoth Slime 



STRENGTH 


These slimes have been tainted 
by the villainous knights who 
ride them, 


WEAPONS 


j Spears, Axes, 

| Claws, Staves 


RESISTANCES 


Psycho, Zammeister 
Zam m proof 



58 Dark Knight 


Infern Isle (Might) 


SYNTHESIZED 

BY 


Dark Slime x 
Slime Knight 



uu0UJL_ 

62 


STRENGTH 


The dancing moves of these 
devils cannot be matched b> 
any other monster. 


WEAPONS 


Swords, Spears, 
Claws, Staves 



Drain Magicp*::- 
Fizzleproof 


S9 Dancer 


North Celeste Isle 
(Day) 


SYNTHESIZED 

BY 


Frogface x 
Chainine 



unuLe 

177 


STRENGTH 


Although mads of darkcniurr 
they won't get a scout into thi 
finals of the challenge. 


WEAPONS 


Spears, Axes, 
Claws, Staves 


f Metal Body, Escape Art r 


RESISTANCES 


Practically 

Invincible 



41 Fire I 


SYNTHESIZED 

BY 


Beshemoth Sli~- 
x Besfiemoth 
Slime x King C-'r 
Slime x Metal 
King Slime 


L 




















































































STRENGTH 


Elite soldiers of darkness who 
have mastered numerous 
weapons. 



Swords, Spears, 
Axes, Staves 


Double Trouble 


RESISTANCES 


Whack proof, 
Vulnerable to Sag 



38 Crack & Zam I 


Jamirusx Living 
Statue, h minus 
xDingaling, 
Roseguardrn x 
Demon Family 


fflBSBBEO. 

I_ © 

! taiMI 

\Wdjjj 


STRENGTH 


44 


Speedy savages whose sport is 
spiting slothful stragglers. 


Swords, Axes, 
Hammers, Staves 



Counterstriker 


RESISTANCES 


Vulnerable lo 
Zap, Fizzleproof 



80 Dimtmsher 


Xeroph isle (Might) 


Skefegon x 
Skeleton 


DESSERT DEMON 





UJBJJJJ 

61 


STRENGTH 


These demons give cutlery a 
bad name, 



Swords, Spears, 
Axes, Staves 


None 


RESISTANCES 



SYNTHESIZED 

BY 


Dazzieproof 
73 Bolsterer 
Xeroph Isle (Ruins) 


Imp x Dancing 
Devil 


©VESIMlI 



STRENGTH 


ULLLLTS 

_185 

The final form of a jester w r : 
yearned for the forbidden power 
of a scepter. 


Spears, Hammers. 
Whips, Staves 



Psycho 


RESISTANCES 


Whackproof, 

Wooshproof 



122 Dhoulmagtis 


Alabast Dragon x 
Psaro, Dragovian 
Lord x Psaro 



lIJuOuLD 

103 


STRENGTH 


Masked marauders who hide 
their faces out of courtesy to 
beautiful monsters. 


WEAPONS 


Spears, Hammers, 
Claws, Staves 


RESISTANCES 


Woosbmeister 

Confusion proof 


55 Wind Blower 


FOUND AT 


SYNTHESIZED 

BY 


Winky x4 





UjUBIID 

97 


STRENGTH 


Play around with one of these 
and you're sure to get into 
trouble. 



Swords, Spears, 
Claws, Staves 


None 


RESISTANCES 


Confusionproof 



110 Materialist 


Fert Isle (Night) 


SYNTHESIZED 

BY 


Fi respirit x Mud 
Mannequin 



An amateur musician whose 
enthusiasm far, tar, FAR 
exceeds his musical talent 


WEAPONS 


Swords, Hammers, 
Claws, Staves 


I Psycho 


RESISTANCES 


Inactlonprocf 


100 All-Rounder 


FOUND AT 


SYNTHESIZED 

BY 


Mischievous 
Mole (xZ) x Night 
Clubber (x2) 


He never did get along well with 
the other children in school. 


Swards, Hammers, 
Claws, Staves 



RESISTANCES 


Double Trouple, Psycho 
Vulnerable to 
Zap, Healed by 
Zam 7 Whackproof 



SYNTHESIZED 

BY 


141 Dr Snapped 


Rhapthome 2 
x Ogrodemirx 
Captain Crcwx 
Darkonium Slime 


J 
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These creatures are born mx 
bunches of vines gain sentie^ 
and lake the form of drago" ? 

BpSHM Hammers, Whips 

mm Claws, Staves 


Although they resemble 
drackies, they are actually 
allergic to blood! 

HHpRMl Spears, Hammers. 
■«■■■■ Claws. Staves 


This monarch spoken of in 
ancient lore was once bested by 
the legendary dragon warrior. 

HHHRPRS Spears, Axes, 
mam Claws, Staves 


Small, agile creatures with 
contagious grins that fly 
through the darkness. 

SffPPI Swords, Spears, 
hm|Ub 2 Claws, Staves 


Fire Breath proof, 
Cold Breathproof, 
Wh ack proof 


Vulnerable to 
Frizz, Fizzlepre 


Fire Breath proof. 
Ice Breath proof 


Fizzlcproof 


77 Toxifler 


119 Dragonlord 


Infant Isle (Night), 
Treasure Island. 
Dracky Island 


Palaish Isle (Day 


Alabast Dragon 
x Gem Slime x 
Alabast Dragon x 
Captain Crow 


FroU'fryx 

Capsichum 


Bago f Laughs x 
Bubble Slime 


The gigantic arms of this hurl, 
dragon are registered as leths 
weapons. 

■ BlMfl Axes, Hammers, 
■Mgnfl Claws, Staves 


These practical fellows store 
food in their urns in case they 
get peckish during battle. 

B PS Axes, Hammers. 
|| Claws, Staves 


The Lord of the Dragovians, 
having discarded his human 
form, 


These slimes count dragons 
amongst their relatives, 


Artful Dodger 

WfflFire Breath proof, 
■■■Ice Breath proof 


Critical Massacre, Desperado 
BHFtre Breath proof, 
gffigCold Breathproof, 
■Mwhackprocf 


Zapproof, 

Whackproof 


Fizzle proof 


120 Dragovian Lord 


Return to Infem Isle 


Drakulargex 

Atlas 


Jargon x Great 
Sabrecub 


Rhapthorne 2 x 
Dragon lord 


DRACKY 


STRENGTH 


STRENGTH 


STRENGTH 


WEAPONS 


SYNTHESIZED 

EY 


[SYNTHESIZED 

I BY 


[SYNTHESIZED 

BY 


[SYNTHESIZED 

BY 


STRENGTH 


STRENGTH 


TRAITS 


FOUND AT 


FOUND AT 


[SYNTHESIZED 

BY 


[SYNTHESIZED 

BY 


SYNTHESIZED 

BY 


7 f 


i r 

■ X 

1 RANK 

mm 


STRENGTH 
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Fearsome warriors who have 
lost their heading and their 
heads! 


This holy bird soars between 
worlds, protecting them from 
the darkness, 


Greedy dragons who covet shiny 
objects and never forget a debt. 


A lord of the underworld from 
before recorded history. 


Axes, Hammers, 
Claws, Staves 


Swords, Hammers, 
Staves 


Swords, Spears. 
Hammers, Staves 


Artful Dodger, Zap meister 


Double Trouble 
■■Whackproof, 

IMjKj Fizzleproof, 

■I Vulnerable to Sleep 


Bangproof. 

Whackproof 


Whackproof, 
Para lysis proof 


62 Champion 


85 Crusader 


Defeat the estark 
after getting the 
brass key. 


| Arch demon x 
| Frou-Frou, plant 
| Moth x Dragon 
I Family 


Bone Baron x 
Phantom Fencer, 
Bone Baron x 
Tortured Soul 


Collect all of the 
monsters in your 
library. 


Psarox 

Beetlebully 


Priests who have fallen, and 
can't summon up the will to 
return to the light. 


As its name suggests, it likes to 
play with fire. However, it is not 
fond of the cold. 


Evil eels with fearsome fangs to 
match their atrocious appetites. 


Foxy warriors whose shill with a 
foil is unsurpassed. 


Spears, Axes, 
Hammers, Staves 


Swords, Spears, 
Hammers, Staves 


m ¥ Swords, Whips, 
n Claws. Staves 

Frizzme Ester 


Artful Dodger, Poisoner 

IHi Healed by Water, 
fei§ Pen son proof 


Zammeister 


Early Bird 


Healed by Frizz, 
Vulnerable to water, 
Heeled by Fire Breath 


Fizzleproof 


Confusion proof 


76 Hypnotist 


Intern Isle (Tartarus) 


Palaish Isle (Temple) 


|Wild Boarfish x 
■flyguy 


Wrecktor x 
Puppeteer 


Hammer hood x 
Spiked Hare 


STRENGTH 


STRENGTH 


RESISTANCES 


'RESISTANCES 


SKILLS 


SYNTHESIZED 

BY 


[SYNTHESIZED 

BY 


[SYNTHESIZED 
I BY 


FALLEN PRIEST 


FIRESPIRIT 


STRENGTH 


STRENGTH 


WEAPONS 


TRAITS 


[RESISTANCES 


RESISTANCES 


SKILLS 


SKILLS 


FOUND AT 


SYNTHESIZED 

BY 


[SYNTHESIZED 

BY 


[SYNTHESIZED! 

BY 


) 18 Q 

K 

jatfi 

g 

fPJ 

■ RANK 





















































































FLYGUY 
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I RANK 

wmm 
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72 


STRENGTH 


The buzz of their flapping wings 
is enough to unnerve anybody. 


WEAPONS 


TRAITS 


RESISTANCES 


Swords, Spears, 
Hammers, Staves 


Artful Dodger 


Vulnerable to 
Frizz, Sleepproof 



SYNTHESIZED 

BY 


Funghoul x Hell 
Hornet 



BUULLLI 

51 


STRENGTH 


Two faces can be better than 
one, providing they can both 
breathe underwater. 


WEAPONS 


TRAITS 


RESISTANCES 


Spears, Whips, 
Claws, Stave 


None 


Vulnerable to 
frizz, Dazzleproof 

m 

59 Healer 


FOUND AT 



Fert Isle {Day) 


Lump Wizard x 
Khalamari Kid 



STRENGTH 


This monster's chillrng exterior 
masks a rather cool and laid- 
back interior; 


WEAPONS 


TRAITS 


RESISTANCES 


Swords, Hammers, 
Whips, Staves 


Crackmeister 

Vulnerable to Frizz, 
Healed by Crack 
Healed by Ice Breath 


56 Icemeister 


FOUND AT 


Xeroph Isle (Night) 


SYNTHESIZED 

BY 


Dancing Flame x 
Silvapithecus 



Experts at hurling their titanic 
bulk at enemies to devastating 
effect 


WEAPONS 


TRAITS 


RESISTANC 


Axes, Hammers, 
Claws. Staves 


None 


Fire Breathpraof 

Whackproof, 

Dazzleproof 


FOUND AT 


96 Cold Sleep 
Dragon Island 




Argon Lizard x 
Argon Lizard x 
Argon Lizard 
x Great Argon 
Lizard 



RANK 


STRENGTH 


□ULLLUJ 

9 


These creatures use their saw¬ 
like teeth to shred the bellies of 
their prey. Ouch! 


WEAPONS 


TRAITS 


RESISTANCES 


Axes, Hammers, 
Claws, Staves 


None 



Paralysisproot 
56 Icemeister 
Dragon Island 

Komodo x Dracky 



RANK 


STRENGTH 


munuj 

30 


Pestilent creatures that spawn 
in moist, dark places. 


WEAPONS 


TRAITS 


Swords, Whips, 
| Claws, Staves 


None 



FOUND AT 



Vulnerable to 
Frizz, Poison proof 


Graveheari 
Xeroph Isle (Day) 


StumpChump 
x Lips 



STRENGTH 


Winged warriors that track 
their targets from above before 
swooping in for the kill, 


WEAPONS 


TRAITS 


Resistance: 


Swords, Hammer, 
Staves 


Artful Dodger 
Inactionproof 


107 Bird Brain 


FOUND AT 


North Celeste Isle 
(Day) 


SYNTHESIZED 

BY 


Lesser Demon 
x Ore 



_O 

H9HHH 
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158 


STRENGTH 


Gigantic birds of regal 
appearance feared throughout 
the skies. 



Spears, Axes, 
Whips, Staves 


TRAITS 

Artful Dodger 




RESISTANCES 

Fizzleproof 

SKILLS 

7 Frizz & Zap 



SYNTHESIZED 

BY 


Hades Condor >: 
Jamims 




















































































STRENGTH 


These multMaceted slimes are 
strong against any manner of 
attack. 



Spears, Axes, 
Claves, Staves 


RESISTANCES 


Metal Body, Escape Artist 


Practically 

Invincible 


19 Bang & Zap 


FOUND AT 



Grandpa slime x 
Grandpa slime 
x Gold Golem x 
Gold Golem 



Glittery golems who have the 
Midas touch—and an explosive 
punch. 

Swords, Axes, 
Hammers, Staves 

Psycho 

"Whackproof, 
Vulnerable to 
Sleep 



RESISTANCES 


51 Iceplosion Slashes 


FOUND AT 


Palaish tsle [Temple) 



'HHH 

ran 


STRENGTH 


Small specters that delight in 
making young children cry, 



Swords, Whips, 
Claws, Staves 


RESISTANCES 


Artful Dodger 
Whackproof 



mm 


104 Graveheart 


Infant hk (Night) 


SYNTHESIZED 

BY 


Slime x Lips 


GOLEM 



STRENGTH 


Hardened goliaths possessing 
extraordinary power which they 
use to crush foes. 


Swords, Hammers, 
Claws, Staves 



RESISTANCES 


Psycho 

Whackproof, 
Vulnerable to 
Sleep 



liO Materialist 


SYNTHESIZED 

BY 


Rockbombx 

Giganti 



UXjlSjU 


STRENGTH 


128 


Its penchant for spraying 
clouds of poisonous dust makes 
it a dangerous adversary. 

Spears, Axes, 
Hammers, Staves 

Artful Dodger, Poisoner 
Vulnerable to 
Frizz, Poisonpmot 
Paralysisproof 



RESISTANCES 


77 Toxifier 


FOUND AT 


Fert Isle (Night) 


SYNTHESIZED 

BY 


Beetleboy x 
Octavian Sentry 



U0ULUJJ 

35 


STRENGTH 


Decadent monsters whose love 
fur worldly possessions keeps a 
smile on their faces. 



Swords, Hammers, 
Claws, Staves 


None 


RESISTANCES 


Fizzleproof 


67 Enfeebler 


FOUND AT 



Palaish Isle (Day) 


See Urchin x Bag 
o' Laughs 



STRENGTH 


These giants carry clubs carves 
from the trunks of even more 
gigantic trees. 

Axes, Hammers, 
Claws, Staves 

Last Word 

Whackproof 

72 Anti-metal 




FOUND AT 


Infant Isle (Day) 


SYNTHESIZED 

BY 


Silvapithecus x 
Drakularge 


G GUERILLA 



_o 

Mippp pM 
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STRENGTH 


136 


Primates who use their 
tremendous brute strength to 
swing a mighty dub. 


WEAPONS 


Axes, Hammers, 
Claws, Staves 


Critical Massacre 


mm 

RESISTANCES 


Dazzleproof 


83 Huntsman 


FOUND AT 


Fert Isle (Day) 


SYNTHESIZED 

BY 


Jamirusx Stark 
Raven 




























































































GRACQS 
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STRENGTH 


149 


The legendary king rifles over 
all the monsters of the sea. 


WEAPONS 


TRAITS 


RESISTANCES 


Swords, Spears, 
Axes, Staves 


None 


Healed by Water, 
Fizzle proof 



34 Crack & Zap 


Merman x 
Archdemon, 
Octauian Sentry x 
Archdemon 


GRANDPA SLIME 



RANK 


STRENGTH 


CQJLuuO 

184 


These sagely slimes ere privy 
to arcane knowledge, and even 
the secret of the ooze. 


WEAPONS 


TRAITS 


RESISTANCES 


Swords, Spears, 
Claws, Staves 


Psycho, Magic Regenerator 
Whack proof 



SYNTHESIZED 

BY 


19 Bang & Zap 


Collect 200 
monsters in your 
library. 

King Slime x 
Metal King Slime 
x King Bubble 
Slime x Metal 
Kaiser 



RANK 


STRENGTH 


UJJUOLIJ 

114 


As argon lizards grow older, 
their bellies grow bolder. 


WEAPONS 


TRAITS 


RESISTANCES 


Axes, Hammers, 
Claws, Staves 


None 


Fire Breathproof, 
Dazzfeproof 



46 Breath 


Fert Isle (Day), 
Dragon Island 


SYNTHESIZED 

BY 


Argon lizard x4 



STRENGTH 


Gigantic drackies who move 
much more slowly than their 
smaller counterparts. 

Swords, Spears, 
Claws, Staves 



TRAITS 


RESISTANCES 


Artful Dodger 


Bang proof, 
Healed by Zam 


FOUND AT 


16 Bang & Crack 
Dracky Island 


SYNTHESIZED 

BY 


None 



RANK 


STRENGTH 


UJUUUOJ 

146 


The golden scales of this 
mighty dragon shield it from 
both frost and flame. 


WEAPONS 


TRAITS 


RESISTANCES 


Axes, Hammers, 
Claws, Staves 



Fire Breathproof, 
Ice Breath proof, 
Whackproof 


43 Ice 


SYNTHESIZED 

BY 


Drakulargex 
Jamirus, A-Rank 
x Dragon Family 


GREAT SABRECAT 



(None 



TRAITS 

(psycho, Early Bird 



TRAITS 


STRENGTH 


Deadly predators who use their 
amazing speed to shred their 
victims with lethal claws, 


WEAPONS 


| Axes, Hammers, 
Claws, Staves 


RESISTANCES 


Decelerateproof 
65 Naturalist 


FOUND AT 


South Celeste Isle 
(Day) 


SYNTHESIZED 

BY 


Great sabrecul) 
*4 


GREATSABRECUB 



Q 


STRENGTH 


55 


Though still young cubs, their 
razor-sharp claws are already 
vicious weapons. 



Swords, Axes, 
Claws, Staves 


Psycho 


RESISTANCES 


Decelerateproof 


1103 Naturalist 
I South Celeste Isle 




_ 3 
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54 


STRENGTH 


The tough scales of this 
dragon can only be pierced by 
exceptional blades. 


WEAPONS 


TRAITS 


RESISTANCES 


Swords, Axes, 
Claws, Staves 


None 


Fire Breathproof. 
Ice Breathproof 


FOUND AT 


106 Dragon Lore 
Palaish Isle (Temple 


SYNTHESIZED 

BY 


Imp s Jargon 
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120 


STRENGTH 


Knights who are slain astride 
their beloved steeds sometimes 
ride on into undeath. 


WEAPONS 


Swords, Spears, 
Axes, Staves 


| Counterstriker 


RESISTANCES 


Vulnerable to 
Zap, Sleepproof 



32. Assassin 


SYNTHESIZED 

8Y 

1 '^vv ' vtM 


Demon rider t 
Restless Armor 



Mighty beasts kin to both lion 
and eagle. 


WEAPONS 


Swords, Spears, 
Hammers, Staves 


I None 


RESISTANCES 


Fizzle proof 




) Antimagic 

Celeste Isle (Temple 
of the Moon) 


Lesser Demon x 
Bullfinch 



TJUU0L1U 

91 


STRENGTH 


With axe in hand, they are 
dedicated to chopping everything 
they find into tiny pieces. 


WEAPONS 


I Swords, Axes, 
Claws, Staves 


RESISTANCES 


Critical Massacre 
Confusionproof 



106 Dragon Lore 

Celeste Isle (Temple 
of the Moon), Fert 
Isle (Day) 


Drag urn x 
Gryphon 



STRENGTH 


Their fearsome-appearance 
hides a surprisingly caring 
demeanour, 


WEAPONS 


j Spears, Axes, 
Hammers. Staves 


RESISTANCES 


Artful Dodger 

Ice Breath proof 



60 Cure-all 


Infant Isle (Day), 
Fert Isle (Day) 


SYNTHESIZED 

BY 

lllilsi 


Gryphon x 
Bullfinch 



STRENGTH 


If snot the size of the hammer 
that counts. It's hew you wield 
it. 



Spears, Axes, 
Hammers, Staves 


Psycho 


RESISTANCES 


Dazzleproof 



S3 Huntsman 


Xeroph Isle (Ruins) 


SYNTHESIZED 

BY 


Mischievous Mole 
x Satyr 


These hyperactive hooligans 
often hyperbolise about how 
many heads they've hunted, 


WEAPONS 


Spears, Axes, 
Hammers, Staves 


I Metal Beater 


RESISTANCES 


Whackproof 



92 Berserker 


North & South 
Celeste Isle (Day) 


Dancing Devi! x 
Jumping Jackal 


HE ALSU ME 



These sweet little creatures 
wave their tentacles about in 
the most adorable manner. 


WEAPONS 


Spears, Whips, 
Claws, Staves 


I Health Professional 


RESISTANCES 


Fizzleproof 


59 Healer 




These alligators have evolved 
into flying beasts resistant to 
fire and ice. 


WEAPONS 


Axes, Hammers, 
Claws, Staves 


[Artful Dodger 


RESISTANCES 


Fire Breathproof, 
Ice Breath proof 



103 Naturalist 


. 

SYNTHESIZED 

6Y 


King Squid x 
Graces 


















































































These Insect assassins are 
skilled at skewering foes with 
their striking stingers. 



80 Dimini sher 


Great Sabrecub 
Frogface 


TRAITS 


Artful Dodger, Paralyser 
Vulnerable to 
Frizz, Poisonpraof r 
Paraiysisproof 


Fert Isle (Day) 


Swords, Spears, 
Axes, Staves 



Leopold's pack, tainted like him 
by darkness. 


WEAPONS 


'Swords, Hammers, 
: Claws, Staves 


j Psycho 




Vulnerable to 
Zap, Sagproof 


37 Crack X Zam 


Fert Isle (Night) 


SYNTHESIZED 

BY 


None 






A fearsome, four-legged 
machine created to hunt metal 
monsters. 


Swords, Axes, 
Hammers, Staves 


Metal Beater 
Whackproof r 
Poison proof, 
Faralysisproo! 

72 Anti-metal 

South Celeste Isle 
(Day) 

Metal Slime 
Knight x Lethal 
Armour 



U0UUUUU 
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STRENGTH 


Mischievous fiends wh® delight 
in blowing things up. 




RANK 


m m 


STRENGTH 


These felines are especially 
fond of their stripes. 


Axes., Hammers, 
Claws, Staves 



Crackmeister 


RESISTANCES 


Crackproof 



25 Woosh & Crack 


Palaish Isle (Temple) 


SYNTHESIZED 

BY 


Spiked Hare x 
Snail Slime 




Swords, Spears, 
Hammers, Staves 


Double Trouble 

HHWhackpioof, 

JMSSFizzleproof, 

SBI Vulnerable to lraction 


[SYNTHESIZED 

| BY 


STRENGTH 


A mighty fiend whose training 
has made it twice the threat it 


once v/ as. 


4 Frizz & Woosh 


Gigantes x 
Draeky, King Cure 
Slime x Demon 
Family, Golem x 
Demon Family 
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STRENGTH 


These dragons keep a special 
brew in their jars especially for 
post-battle celebrations. 


Axes, Hammers, 
Claws, Staves 



None 


RESISTANCES 


Drain Magicproof 



91 Tough ie 


Fert Isle (Night), 
Cell HG 


SYNTHESIZED 

BY 


Snapdragonx 
Chamine 



STRENGTH 


There is a nasty rumour going 
around that he is boe’s twin 
brother. 


Swords, Spears, 
Hammers, Staves 



None 


RESISTANCES 


Sleepproof 


63 Defender 


ri 

FOUND AT 


SYNTHESIZED 

BY 


Grim Rider 
x Puppeteer 
Wrecktor x 
Shadow 
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Once this vicW beast picks 
up the scent, its prey has little 
hope of escaping in one piece. 

RRHiHRSpears, Hammers, 
■Uhbh Claws, Staves 

HMfciAble Ambusher 


Likes to play puppet shows with 
its tentacles at passing ships. 


These sea dwellers know they're 
cute—and flaunt it] 


Spears, Axes, 
Hammers, Staves 


Healed by Water, 

Whackproof, 

Fizzleproof 


Healed by Water, 
Fizzle proof 


Dazzleproaf 


64 Speedster 


47 Breath II 


93 Aquapothecary 


Palaish Isle (Day) 


Khafamari Kid 
0(2) x King Squid 
(x2) 


m Great Sabrecubx 
BChainine 


See Urchin x 
Spiked Hare 


Bubble slimes figured out how to 
join together too, after watching 
normal slimes do their little trick. 

Spears, Hammers f 
UW Claws, Staves 


These masters of healing cast 
Omni heal with the greatest of 
ease. 


This musician keeps his rnic 
polished at all times, and is 
always ready to holler a tune. 


Poisoner 


Health Professional 
■■Vulnerable 
to Whack. 
■Hrizzleprod 


Poisonpraof, 

Paralysisproof 


Healed by Water, 
Sleepproof 


99 All-Rounder 


Palaish Isle (Day) 


| King Slime x2, 

! Dark Slime Knight 
x Metal Slime 
Knight, Dark Slime 
x Archdemon 


Goodybag x See 
Urchin 


STRENGTH 


WEAPONS 


WEAPONS 


(SYNTHESIZED 
I. BY 


SYNTHESIZED 

BY 


KING CURESUME 


STRENGTH 


WEAPONS 


TRAITS 


(RESISTANCES 


(RESISTANCES! 


'RESISTANCES! 


(SYNTHESIZED 

BY 


(SYNTHESIZED: 

BY 





STRENGTH 


These mechanical monstrosities 
were manufactured to menace 

all mankind. 


WEAPONS 


Swords. Spears. 
Axes, Staves 


RESISTANCES 



Double Trouble 
Vulnerable to 
Bang, Whackproof, 
Dazzfeproof 


82 Assassin 


FOUND AT 


SYNTHESIZED 

BY 


Hunter Mechx 
Mechan-o'wyrm, 
Hunter Mech 
x Phantom 
Swordsman 



This whopper is created from the 
cooperative power of a group of 
slimes merged into one. 


WEAPONS 


Spears, Hammers, 
Claws,. Staves 



| Critical Massacre 
Whackproof 


97 Cleric 


FOUND AT 


Infant Isle (Day) 


SYNTHESIZED 

BY 


Behemoth Slime x 
Behemoth Slime, 
Slime (x4) 
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This killing macfima of the sea 
fs armed with long and deadly 
tentacles. 


This chaotic canine appears 
to be empowered - or is it 
controlled?-bythe sceptre. 

Spears. Axes, 
Snaid Claws, Staves 

IM Artful Dodger, Zammeister 


Wicked demons created in the 
very heart of darkness to be a 
plague upon the world. 

|RRM| Swords, Spears, 
BfimsHi Claws, Staves 


Giant lizards that hunt scouts 
for sport. 


ml Spears, Axes, 

■M Whips. Staves 

Steady Recovery 

HHHealed by Water, 
■auFizzleprool 


Dazzleproof 


Bangproof 


61 Cleanser 


63 Defender 


105 Diabofist 


[South Celeste Isle 
(Mights Temple of 
the Sun) 


Collect all of the 
skills in your library. 


Khalanrtari Kid x 
Night Clubber, 
Yabbyx Graces 


Slime x 
Capsichum 


| Dancing Devil x 
IWeartiger 


STRENGTH 


STRENGTH 


WEAPONS 


RESISTANCES 


RESISTANCES 


RESISTANCES 


SKILLS 


FOUND AT 


ISYNTHESIZED 

BY 















































































LIVING STATUE 



STRENGTH 


These deadly knights are 
stained in the blood of their 
victims. 


WEAPONS 


Swords, Spears, 
Axes, Steves 


RESiSTANCES 

i 


Able Ambusher 
Confusionproof 



96 Cold Sleep 


Return to Intern Isle 



SYNTHESIZED 

BY 


Skeleton Soldier* 
Lesser Demon 


iGcnn 


STRENGTH 


13 


These slobbery monsters are 
renowned for their glipp&ry skin. 


WEAPONS 


Spears, Hammers, 
Claws, Staves 


I None 


RESISTANCES 


Drain magicproof 


76 Hypnotist 



SYNTHESIZED 

BY 


Dracky x Wild 
Boarfssh 



The bodies of these wizards are 
highly resistant to the effects 
of magic. 


None 


RESISTANCES 



Swords, Spears, 
Hammers, Staves 


Attack Magicproof 
[except Magic 
Burst) 


13 Bang Si Woosh 

Palai&h Isle 
(Temple). Fert Isle 
(Night) 


SYNTHESIZED 

BY 


Imp x King Kelp 


A god of destruction who plans 
to usher death unto all living 
beings. 


Swords, Spears, 
Claws, Staves 



RESISTANCES 


Artful Dodger, Psycho 
Healed by Zarn, 
Whackpraof, 
Confusion proof 



SYNTHESIZED 

BY 


182 Liber Wisdom Boost 


Demon-at-arms 
x Living Statue, 
Demon-at-arms x 
Buffalogre 


J 
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STRENGTH 


Their liquid metal bodies 
soften even the most powerful 
impacts. 


WEAPONS 


Spears, Whips, 
Claws, Staves 


| Metal Body, Escape Artist 


RESISTANCES 


Practically 

Invincible 



90 Bombardier 


Intern Isle 
(Tartarus), Meta! 
Menagerie 


SYNTHESIZED 

BY 


Metal Slime x 
Meta! Slime 


MECHA-MYNAH 



STRENGTH 


Clockwork birds with an ucanny 
constitution. 


WEAPONS 


| Swords, Axes, 
Claws, Staves 


[Artful Dodger 


RESISTANCES 


Whackproof, 
Inaction proof 



107 Bird Brain 

South Celeste Isle 
(Day) 


Gokf Golem x 
Fencing Fox 



UJUULSU 
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STRENGTH 


Powerful, ancient magic has 
breathed life into these once 
immobile titans. 


WEAPONS 


Swords, Axes. 
Hammers, Staves 


■Critical Massacre 


RESISTANCES 


Whackproof. 

Sleepproof 



74 Barricade 


Buffalogre x 
Golem, Metal 
Slime Knight x 
Golem 



uJJJuQU 
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STRENGTH 


Love of gold has turned these 
miserly machines into their 
favourite colour. 


WEAPONS 


Axes, Hammers, 
Claws, Staves 


Critical Massacre 


RESISTANCES 


Whackproof. 
Para lysisp roof 



74 Barricade 


SYNTHESIZED 

BY 


Metal Dragon x 
Great Dragon 


L 



































































































Serpents that reside in only the 
cleanest of waters. 



Hammers. 
Staves 


Breath 


-- 

J 



Though most at home in water, 
these sea creatures have also 
learnt to travel on land. 



Healed by Water, 
Dazzleproof 


SKILLS 


FOUND AT 


Swords, Spears. 
Hammers, Staves 


98 Aquapothecaiy 


Bodkin Archer 
x Imp, Hades 
Condor x Fencing 
Fox, Satyr x 
Dragon Slime 




ft is said these man-made 
machines are imbued with the 
sprrfts of dragons. 


Axes, Hammers, 


Rohoster 

Dragon 



These slimes revere honour ar ; 
chivalry above all else. 





Body Escape Artis: 


& Zam 


in 
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STRENGTH 



& Crack 
Menagerie 

Metal 


These rrionarchs move with 
menacing speed that is never 
hampered by their protoplasm. 


Hammers, 






These sJrmes are astonishingly 
agile despite their heavy metal 


Escape Artist 


102 Slimer 


Celeste tsle 
Fert Isle (Day), 



It UCIICYCU LI Id I. Liiese King 

have sworn fealty to their 
beloved metal slimes 


WEAPONS 


Swords, Spears, 
Claws, Staves 


[Counterstriker 


RESISTANCES 


Parelysisproof 



SYNTHESIZED 

BY 


Slime Knight x 
Dancing Devil 


52 Darklight Slashes 


intern Isle (Day) 



These cowardly monsters spent 
their whole lives hiding inside 
treasure boxes. 


WEAPONS 


TRAITS 


■ Swords, Hammers. 
Claws, Staves 



Critical Massacre 


Whack proof, 
Fireproof 


95 Nightmare 














































































































TRAITS 


Swords, Hammers, 
Claws, Staves 


Mecha-mynah x 
Headhunter 


TRAITS 


I Spears. Axes, 
Hammers, Staves 


| Psycho 

Dazzlepraof 

81 Guerrilla 

Infant Isle (Day) 


STRENGTH 


Vulnerable to 
Frizz, Dazzleproof 


89 Dancer 


Pert Isle (Might) 


Who knows what mischief 
these moles get up to with their 
spades.,. 


Magical puppets brought to life 
for the sole purpose of dancing. 


STRENGTH 




UJLUUJU 
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STRENGTH 



Whackproof, 

iSieepproof 


WEAPONS 


TRAITS 


SKILLS 


FOUND AT 


j Axes, Hammers, 
I Claws, Staves 


57 White Knight 


Buffalogrex Wild 
Slime, Great 
Sabrecat, or Bone 
Baron 


The intimidating hairdos of 
these beasts will make your 
own hair stand on end, 



U0ULULIJ 

37 


The souls of those who died in 
swamps,. .Always ready to give 
fellow monsters a hand! 


WEAPONS 


Swords, Hammers, 
Whips, Staves 


[None 


RESISTANCES 


Vulnerable to 
Frizz, Dazzleproof 



110 Materialist 


Xeroph Isle (Cave) 


SYNTHESIZED 

BY 


Funghoulx 
Fencing Fox 


M00SIFER 



UUUU0U 


STRENGTH 


148 


These rugged ruffians are 
masters of both the martial and 
mental arts. 


WEAPONS 


; Swords, Axes, 
Hammers, Staves 


[Psycho 


RESISTANCES 


Whackproof 



25 Woosh & Crack 


SYNTHESIZED 

BY 


Pan Piper x 
Buffalogre, Satyr 
x Buffalogre 



STRENGTH 


A monstrous king whose 
ambitions extend even unto the 
world of dreams. 



Swords, Spears, 
Hammers, Staves 


RESISTANCES 


Stsady Recmrep/. Magic Regenerate' 

Fire Breath proof, 
Gold Breathproof. 
Whackproof 



127 Mortamor 


SYNTHESIZED 

BY 


NimzoxEstark 



rai—inm 

UJUUUDU 


STRENGTH 


156 


Claims to be a natural-born 
leader and ingenious strategist. 


Swords, Spears, 
Whips, Staves 



I None 


RESISTANCES 


None 


65 Mage Aid 


m 

FOUND AT 



Boe r Boh. or Jum 
x Material Family 



RANK 


UJLUU0 


STRENGTH 


181 


Tit is creature is walking proof 
that the whole can be greater 
than the sum of its parts. 


WEAPONS 


i Swords, Axes, 

: Hammers, Staves 


(Bangmeister 


RESISTANCES 


Whackproof, 

Steepproof 


74 Barricade 


FOUND AT 


SYNTHESIZED 

BY 


Mum x Bee x Juki 
x Bolt 

































































































Malicious mummies who 
spread pestilence amongst the 
living. 

Swords, Spears, 
Whips, Staves 



None 


RESISTANCES 


Crackpraf, 
Vulnerable to 
Zap, Whackproof 



104 Graveheart 


Xeroph Isle (Ruins) 


SYNTHESIZED 

8Y 


Funghcu! x King 
Kelp 



STRENGTH 


This great ruler is worshipped 
as a god by many monsters. 


Spears, Hammers, 
Claws, Staves 



RESISTANCES 


Double Trouble 
Healed by Zam r 
Whackproof, 
Vulnerable to Sap 



126 Umia 


SYNTHESIZED 

BY 


Drakulardx 

Malroth 




Confusion proof 


Merman x 
Restless Armour 


ISYNTHESIZED 

BY 


STRENGTH 


92 Berserker 


Celeste Isle (Temple 
of the Sun) 


The horn of a nardragon can 
pierce any armour. 


Masters of the blade who laugh 
in the tace ot Death. How rude. 


Swords, Axes, 
hammers. Staves 


Celeste Isle 


STRENGTH 


NIGHT CLUBBER 



_ f_ 

mHHppi 
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STRENGTH 


1175 


During the daytime, these 
beasts practice their clubbing 
techniques on small animals. 


WEAPONS 


Spears, Hammers, 
Claws, Staves 


■Critical Massacre 


RESISTANCES 


Whackproof 



93 Martyr 


SYNTHESIZED 

BY 


Boss Troll x Frou- 
Frou, Drakuiarge, 
or Pazuzu 


©TlfflSEEI 
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STRENGTH 


Giant bat-like monsters that 
are most active during the 
hours ot darkness. 


WEAPONS 


Spears, Hammers, 
Claws, Slaves 


RESISTANCES 


Artful Dodger 
Sleepproof 



79 Bad Breath 


North Celeste Isle 
(Night) 


SYNTHESIZED 

BY 


Jumping jackal * 
Dracky 



STRENGTH 


Powerful warriors of the sea 
that take pleasure in skewering 
their enemies. 



Swords. Spears, 
Axes, Slaves 


None 


RESISTANCES 


Healed by Water, 
Sagproof 



50 Thunderwind 
Slashes 


SYNTHESIZED 

BY 


Gryphon x 
Seasaur 


@ 



STRENGTH 


In ages past, he sought to 
become a god. 


Swords, Spears. 
Claws, Staves 



RESISTANCES 


Double Trouble 
Whackproof, 
Vulnerable to CkiriL:: 
Paralysisproof 



87 Muspell 


SYNTHESIZED 

BY 


Dragovian Lore 
x Mortamor. 

Ala bast Dragor 
Mdrtamor 































































































Driven from their forest homes, 
they have turned on humans. 


WEAPONS 


Swords, Spears, 
Hammers,. Staves 


I None 


RESISTANCES 


Sieepproof 



64 Speedster 


SYNTHESIZED 

BY 


Chaininex 

Chimaera 


\L 



Unlike their cousins, these 
creatures dance for the good of 
their health. 


Swords, Spears, 
Hammers. Staves 


None 



RESISTANCES 


Sleepproof 


95 Nightmare 


FOUND AT 


SYNTHESIZED 

BY 


Satyr x Dingaling 



The cloaks of these warriors 
are actually stained with grape 
juice. 

f iMij Swords, Spears, 
Axes. Staves 



RESISTANCES 



Artful Dodger 
Vulnerable to 
Zap, Whackproof, 
Dazzleproof 


3! Woosh & Zam 


Infern Isle (Tartarus) 


SYNTHESIZED 

BY 


Skeleton Soldier x 
Skeleton Soldier 




Spears, Axes, 
Hammers, Staves 


FizzJeproof 


103 Naturalist 


0Capsichum x Bag 
I o' Laughs 


RESISTANCES 


Their waggish expression belies 
their ferocity. 


fant Isle (Day) 



This fiendish creature has dyed' 
its fur a terrifying shade of 
pinkJ 


WEAPONS 


Swords, Hammers, 
Claws, Staves 


| None 


RESISTANCES 


Crackproof, 

Whackproof 


90 Bombardier 


FOUND AT 


SYNTHESIZED 

BY 


11 


Silvapitheci x 
Jarnrrus, King 
Squid, Gigantes, 
or Golem 



Harnessing the power of evolution, 
this mighty demon has become 
destruction incarnate. 


Swords, Axes, 
Hammers, Staves 



RESISTANCES 


Psycho, Desperado 
Whackproof 


SSNiflheim 


FOUND AT 


SYNTHESIZED 

BY 


Ruinx 

Roseguardin 



Those failed by the blade otter 
take it up in the afterlife. 



Swords, Spears, 
Axes, Staves 


RESISTANCES 



Artful Dodger 
Woosh proof. 
Vulnerable to 
Zap, Whackproof 


55 Wind Blower 


Celeste Isle [Temple 
of the Moon) 


SYNTHESIZED 

BY 


Mummy Boyx 
Dessert Demon 



He made the puppets all by 
himself. 



Swords, Hammers, 
Whips, Staves 


Sleepproof 


Dingalingx 

Skeleton 


WEAPONS 


RESISTANCES 


99 All-Rounder 






















































































































RHAPTKQRHE 



A mighty god of darkness who 
comes in a very small package. 


Spears, Axes, 
Hammers, Staves 


Artful Dodger, Zammeister 



RESISTANCES 


Healed byZam, 
Whackproof 


1123 Rhapthorne 


FOUND AT 


SYNTHESIZED 

BY 


Dhoulmagus x 
Nimzc 





STRENGTH 


A mighty god of darkness who 
comes in a very large package. 



Spears, Axes, 
Hammers, Staves 


RESISTANCES 


Artful Dodger, Psycho 
Healed byZam 


124 Rhapthorne II 


FOUND AT 


SYNTHESIZED 

BY 


Rhapthorne x 
Zoma 



STRENGTH 


Legends say these dragons 
were born in volcanic furnaces 
beneath the ground. 


WEAPONS 


j Swords, Spears, 
Claws, Staves 


J Magic Regenerator 


RESISTANCES 


Fire Breathproof, 
Fireproof 



75 Seal 


SYNTHESIZED 

BY 


Green Dragon x 
Lesser Demon, 
Green Dragon x 
Beast family 


RESTLESS ARMOUR 



© 

nucff 


STRENGTH 


100 


The soul inside the armour 
searches for something it lost 
long ago. 


WEAPONS 


| Swords, Spears, 
! Axes, Staves 


I Psycho 


RESISTANCES 


Whackproof 



71 Anti-dragon 


MR Celeste Isle (Night 
^ South + Moon) 


Walking Corpse) 
Mecha-mynah 


RIPTIDE 



Q 

uiLLoU 
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STRENGTH 


These lightning-fast warriors 
of the sea have made an art of 
surprising unwary mariners. 



Spears, Axes, 
Claws, Staves 


Early Bird 


RESISTANCES 


Confusionproof 


49 Firewind Slashes 


FOUND AT 


SYNTHESIZED 

BY 


Jumping Jackal x 
Heligator 



STRENGTH 


An infamous bandit who steals 
tram the rich and gives to no 
one. 


WEAPONS 


I Spears, Axes, 

| Hammers. Staves 


[Psycho 


RESISTANCES 


Whackproof, 
Inaction proof 



84 Bounty Hunter 


Win from Chance Encounter. 
Collect all of the monsters 
and skills in ycur library. 


SYNTHESIZED 

BY 



STRENGTH 


These rugged racks smile 
through to the bitter end. 


WEAPONS 


Swords, Hammers, 
Claws, Staves 


None 


RESISTANCES 


Whackproof 



93 Martyr 


SYNTHESIZED 

BY 


Skipper x Spitnik 



UJUlUBL 
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STRENGTH 


This knight has dedicated 
himself to protecting one 
special person. 


Swords, Spears, 
Axes. Staves 



RESISTANCES 


Double Trouble 
Whackproof, 
Fizzleproof, 
Paralysisproof 



80 Diminisher 


SYNTHESIZED 

BY 


Lethal Armour 
x Borte Baron, 
Lethal Armour ? 
Riptide 


































































































A malevolent beast born of the 
remnants of an ancient castle. 


WEAPONS 


Swards, Spears, 

Hammers, Staves 


1 Last Word, Critical Massacre 


■ 

RESISTANCES 


Whackproof, 
Confusion proof 


33 Niflheim 


FOUND AT 



Gold Golem x 
Mumboh-jumboe, 
Living Statue x 
Mumbofiiumbce 




Swords, Spears, 
Hammers, Staves 


Sleepproof 


TRAITS 


SYNTHESIZED 

BY 


The sight of one of these beasts 
dancing all by itself is strangely 
sorrowful 


89 Dancer 


Mischievous Mole 
xCapsichum 





They battle day and night, 
seeking to ascend to the throne 
of bug-kind. 



Swords, Axes, 
Claws, Staves 


| Psycho 


RESISTANCES 


Vulnerable to 
Frizz, Sleeppmof 


Hive Mind 


FOUND AT 


Fert Isle (Day) 


SYNTHESIZED 

BY 


Vabby x Scorpion 




The poisonous tails of these 
predators can paralyse the/ 


Isle (Day) 


Massacre. Paralyser 
Vulnerable to 
Frizz, Poison proof. 




TRAITS 


RESISTANCES 


If is quite enjoyable to v/rap 
around your enemy and slowly 
squeeze the life out of \l 

Spears, Axes, 
Claws, Staves 

Artful Dodger 
Bangproof 


Eveel x Seasaur 



Green Dragon x 
Headhunter 


RESISTANCES 


SYNTHESIZED 

BY 


DM 

TJCQUUUlJ 


STRENGTH 


Spears, Hammers, 
Claws, Staves 


Artful Dodger 
Flzzieproof 


106 Dragon Lore 


Palaish Isle (Night) 


Their powerful jaws confirm 
their place as rulers of the sea. 


I_fM 

taniWNPNi 


STRENGTH 


29 


Prickly denizens of the sea who 
see everything, you see, 

Spears, Hammers, 
Whips, Staves 

[Health Professional 



RESISTANCES 


Healed by Water, 
Fizzle proof 


98Aquapothecary 


FOUND AT 


Parish Isie (Day) 


SYNTHESIZED 

BY 


Winky x Shell 
Slime 



Who knows what evil lurks 
in the hearts of men? These 
monsters do. 


WEAPONS 

Swords, Spears, 
Axes, Staves 

TRAITS 

iZammetster 


RESISTANCES 


Vulnerable to 
Zap, Healed by 
Zam, Whackproof 


FOUND AT 



94 Reaper 
Infant isle (Cave) 


Bago r Laughs x 
Dracky 
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15 


STRENGTH 


When surprised or threatened, 
these timid little fellows take 
refuge under their sturdy shells. 



Swords, Spears, 
Claws, Staves 


None 


j&s saaggi 

RESISTANCES 


None 



73 Bolster 


FOUND AT 


Palaish Isle (Day) 


SYNTHESIZED 

BY 


Slime* 

Mischievous Mole 


STRENGTH 


31 


Slimclogists have recently 
discovered that carnivorous 
slimes turn a reddish shade. 


WEAPONS 


Spears, Whips, 
Claws. Staves 



Frizzmeister 
Frizzproof 

7 Frizz & Zap 

Slime Island 


SYNTHESIZED 

BY 


Firespirit * 
Healslime 




Winged, silver monkeys with a 
siighty majestic air about them. 


Diabolist 

Intern Isle (Tartarus) 

Lethal Armour 



RANK_ 


UjELIIL 


STRENGTH 


Loath to relinquish life, this 
creature lives on through its 
flesh is long gone. 


WEAPONS 


Spears, Axes, 
Claws, Staves 


None 


RESISTANCES 


Vulnerable to 
Zap, Whackproof 



37 Crack & Zam 


Xeroph Isle (Night) 


SYNTHESIZED 

BY 


Hacksaurus jc 
S kipper 
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80 


STRENGTH 


The risen remains of warriors 
felled in long forgotten wars. 


WEAPONS 


Swords, Spears, 
Axes, Staves 


None 


RESISTANCES 


Vulnerable to 
Zap. Whackproof, 
Inactionproof 


67 Enfeebter 



STRENGTH 


lXjOUjuU 

_165 

Contrary to popular opinion, it 
is actually the slime giving the 
orders! 


WEAPONS 


Swords, Spears, 
Claws, Staves 


RESISTANCES 


Counterstriker 
Confusionproof 


57 White Knight 


FOUND AT 


SYNTHESIZED 

BY 


Phantom Fencer 
x Slime 


SKELETON SOLDIER 



•One scratch from this skeleton's 
scythe may well earn yon a free 
trip to the underworld. 


WEAPONS 


| Swords, Spears, 
: Axes, Staves 


| None 


RESISTANCES 


Vulnerable to 
Zap, Whackproof, 
In action proof 


59 Healer 


FOUND AT 


Celeste Isfe (Temple 
of the Son), fnfern Isle 
(Outside Tartarus) 


SYNTHESIZED 

BY 


Skeleton x 
Wrecktor 


SNAIL SLIME 



STRENGTH 


These quirky slimes are more 
nimble than their heavy shells 
might have you believe. 


WEAPONS 


Spears., Hammers, 
Claws, Staves 


None 


RESISTANCES 


Da 22 leprcof 
65 Mage Aid 


FOUND AT 


SYNTHESIZED 

BY 


Shell Slime x 
Snapdragon 



STRENGTH 


Smelly boots Inhabitated by 
smellier sprites. 


WEAPONS 


Swords, Spears, 
Claws, Staves 


I None 


RESISTANCES 


Inactionproof 


68 Saboteur 


FOUND AT 


Palaish Isle (Temple) 


SYNTHESIZED 

BY 


Funghoutx Wax 

Murderer 



flUJUUUU 


STRENGTH 


I 


This little monster sports soft 
skin and a silly smile. 


WEAPONS 


Spears. Whips. 
Claws, Staves 


RESISTANCES 


Traits Critical Massacre 
None 


Slimer, Attack Boost 


FOUND AT 


Infant Isle (Day), 
Treasure Island, 
Slime Island 


SYNTHESIZED 

BY 


Slime x Slime 



STRENGTH 


Most often found in cold, arid 
regions, 


WEAPONS 


: Hammers, Whips, 
Claws., Staves 


RESISTANCES 


Artful Dodger 
Vulnerable 
to Frizz, 
Confusionproof 


14 Frizz Si woosh 


FOUND AT 


SYNTHESIZED 

BY 


Dragonthorn x 
Undead Family, 
Dragonthron x 
Goodybag 


Dark spirits barn from the 
crews of ships that sink at sea. 


WEAPONS 


| Swords. Hammers, 
'Claws, Staves 


[None 


RESISTANCES 


Vulnerable to 
Zap. Whackproof, 
Poison proof 


104 Graveheart 


FOUND AT 


Intern Isle (Tartarus) 


SYNTHESIZED 

BY 


a 


Phantom 
Swordsman x 
Lethal Armour 









































































































SPIKED HARE 



_o 
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33 


STRENGTH 


ft's clear from the horn that you 
won't be brushing this hare 
aside in a burry. 


WEAPONS 


TRAITS 


RESISTANCES 


Spears, Axes, 
Claws, Staves 


| Psycho 


SKILLS 


FOUND AT 


Drain Magicproof 
103 Naturalist 

Palaisfi Isle (Day) 


SYNTHESIZED 

BY 


Chimaem x 
Nardragon 


(j33) 


TORTURED SOUL 


RANK 


STRENGTH 


UJUUJDu 

154 


Men of the cloth who perform 
evil deeds are punished severly 
for their sins. 


WEAPONS 


TRAITS 


RESISTANCES 


Swords, Spears, 
Hammers, Staves 


Poisoner 

Vulnerable to 
Zap, Whackproof, 
Sloop proof 


SKILLS 


FOUND AT 


86 Cursader 



Living Statues Stark 
Raven. Cfemon-at-arms 
x Metal Kaiser, Mum 
x Skeleton, Ra^k A x 
Undead Family 


SPITNIK 



0UUUULU 

23 


Small, sentient suns circled 
by similar, somewhat smaller 
satellites. 


WEAPONS 


TRAITS 


RESISTANCES 


Swords, Hammers. 
Claws, Staves 


Bangmeister 

Healed by Bang, 
Vulnerable to 
Crack 


SKILLS 


FOUND AT 


1 Frizz & Bang 
Xeroph Isle (Day) 


SYNTHESIZED 

BY 


Frastburn x 
Firespirit 



STRENGTH 


Few who fall upon this 
ingenious trap ever live to tell 
the tale. 


WEAPONS 


TRAITS 


RESISTANCES 


Swords,. Hammers, 
Claws, Staves 


Critical Massacre 

Whackproof, 
Fsralysisproof 


SKILLS 


FOUND AT 


78 Fear-monger 
Intern Isle (Tartarus} 


SYNTHESIZED 

BY 


metal kaiser 
slime x Cannibox 
x Mimic x2 


STARK RAVEN 



ItgfjTppipppg 
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STRENGTH 


133 


Mad birds that are adept at 
wify manoeuvring in combat. 


WEAPONS 


TRAITS 


RESISTANCES 


Swords, Hammers, 
Claws, Staves 


Artful Dodger 
Whackproof 


SKILLS 


FOUND AT 


SYNTHESIZED 

BY 


107 Bird Brain 


Skeleton x 
Silva pitheci 


©i 


TREEFACE 


RANK 


O ' 


UJJBJJJ 

108 


Chop bits off and they'll 
just grow back—truly a 
lumberjack's worst nightmare. 


WEAPONS 


TRAITS 


RESISTANCES 


Axes, Hammers, 
Claws, Staves 


Steady Recovery 

Vulnerable to 
Frizz 


SKILLS 


FOUND AT 


108 Green Finger 
Fert Isle (Niglit) 


SYNTHESIZED 

BY 


Great Sabrecubx 
Hunter Mech 



_© 

f la a K BMM EMBp 

'rnTmT 

hi 


Once tall and proud, it now 
fights to avenge all the other 
trees cut down in their prime. 


WEAPONS 

• - v*|v 


TRAITS 


RESISTANCES 


Swords, Spears, 
Cfaws, Staves 


I Hone 


Vulnerable to 
Frizz, Fizzieprccf 



108 Green Finger 


Infant Isle (Night). 
Treasure Island 


SYNTHESIZED 

BY 


Ghost x Satyr 


7 

■ 


1 RANK 


mur 

ro 

STRENGTH 

m 


“My word! Where am [? And 
just where is my precious 
Medea!?' 


WEAPONS. 


TRAITS 


RESISTANCES 


Swords, Whips. 
Claws, Staves 


Psycho, Counterstrike' 
Whackproof 



101 Trickster 


SYNTHESIZED 

BY 


None 








































































Smashing enemies into little 
bits brings a gleeful grin to 
their wicked faces. 


Singers of the sea who 
synchronise their slap attack in 
symphony. 

Swords. Hammers, 
HinH Whips, Staves 


These zombies serve as a 
warning to all would-be grave 
robbers. 


Few monsters can hold ah g: 
to these sparky fellows. 


Sword, Hammer 
|gl Claws, Staff 

Critical Massacre 


Swords, Spears, 
Hammers, Staves 


Vulnerable to 
Zap, Whackproof, 
Poison proof 


Vulnerable to 
Frizz, Frzzlepraof 


Sagproof 


Sagproof 


81 Guerilla 


99 All-Rounder 


53 Fire Fighter 


Infern Isle (Outside 
Tartarus] 


Pafaish Isfe (Temple) 


wHacksaumsx 

IChimaera 


Gorerilla x 
Skeleton Soldier 


Skeleton x 
Dancing Devil 


: Bago f Laughs x 
Mummy Boy 


UiOlIIlJ 


These feline beasts have 
become possessed by the very 
men they ate. 

II SflIRI Critical Massacre 


The lost soul of a king who 
terrorized his people and ruined 
the kingdom. 

Swords, Spears, 
nnHHammers, Staves 

E^US Poisoner 
HBflHM Vulnerable to 
|gS^W93j]lap, Whackproof, 
HHMBHsieepproof 


These unruly slimes slice their 
unsuspecting prey with swift 
slashes from their claws. 

Spear, Hammer, 
|ijnB(lCiawi Staff 


Pig- 1 ike fish at home In both 
sea and sky 


Spears, Axes, 
mm Claws, Staves 

Artful Dodger 

H Healed by Water, 
■§■ Drain Magicproof 


Fizzleproof 


Sagproof 


83 Huntsman 


6 2 Champion 


j Tortured Soul 
|x King Slime, 
■Tortured Soul 
x King Bubble 
Slime 


x Headhunter 


Capsiehum x 
Ghost 


TYRANTOSAURUS 


STRENGTH 


STRENGTH 


STRENGTH 


RESISTANCES 


[SYNTHESIZED 

BY 


WEARTIGER 


WILD BOAREISH 


STRENGTH 


STRENGTH 


STRENGTH 


WEAPONS 


RESISTANCES 


FOUND AT 


SYNTHESIZED 

BY 


(SYNTHESIZED 

BY 






























































































































STRENGTH 


Keep a close watch on these 
monsters 'they can strike in 
the biink of an eye. 


WEAPONS 


:Spears, Hammers, 
Claws, Staves 


Desperado 


75 Seal 



Whackproof, 

Dazzteproof 


Infant Isle (Night), 
Xeroph Isle (Cave) 


Lips x Shell Slime 


Dark priests who have strayed 
tar from the light 


WEAPONS 


Spears, Hammers, 
Whips, Staves 


iWooshmeister 


RESISTANCES 


fizzleproof 



13 Bang & Woosh 


Csleste Isle (Temple 
oi the Sun) 


SYNTHESIZED 

BY 


Octavian Sentry x 
Gryphon 


msamamm 

'UiJLLoU 


STRENGTH 


Shrimpy monsters who pack a 
wallop with their set of claws. Don't 
come the raw prawn with them! 


WEAPONS 


Spears, Axes, 
[claws, Staves 


RESISTANCES 


Paralyser 

Healed by Water 


65 Mage Aid 


FOUND AT 


SYNTHESIZED 

BY 


Jamirusx Wailin' 
Weed 



ULI.ULLC 

ss 


STRENGTH 


The vast powers wielded bj r - 
dark lord strike fear into evr 
spirits of darkness, 


WEAPONS 


I Swords, Spears 
I Hammers, Slavs 


RESISTANCES 


Double Trouble 
Vulnerable tc 
Zap, Wttackpr::- 
Fizzleproof 



44 Ice 11 


SYNTHESIZED 

BY 


MalrothxWir- 
King, Duliahsr 
or Bone Barer 


WULFSPADE 



UjjLUJJ 


STRENGTH 


201 


A being suffused with holy 
energy whose existence is 
shrouded in mystery. 


WEAPONS 


Swords, Spears, 
Axes, Claws, Staves 


| Psycho 


RESISTANCES 


Healed by Lightning, 
Vulnerable to Earth, 
Sagproof 



111 Wuifspade 


Xeroph Isle 


SYNTHESIZED 

BY 


wx Nature Family 
rank B or less 



UJUUUUU 

202 


STRENGTH 


A divine bird who can command 
the element of fire. 


WEAPONS 


Swords, Spears, 
Axes, Claws, Staves 


RESISTANCES 


Psycho 

Vulnerable to 
Water, Healed by 
Fire, Fizzleproof 



113 Hawkhart 


Xeroph Isle 


SYNTHESIZED 

BY 


Incarrtusx Demon 
Family rank B 
or less 



ullIJUU 

203 


STRENGTH 


A divine monkey who can 
command the element of earth. 


WEAPONS 


Swords, Spears, 
Axes f Claws, Staves 


RESISTANCES 


Psycho 

Vulnerable to 
Fire, Healed by 
Earth, Sapproof 



117 Cluboon 


Palaish Isle 


SYNTHESIZED 

BY 


Incarnus x 
Materia! Family 
rank Bor less 







min' 


STRENGTH 


1204 


A divine lizard who can 
command the element of wre 


WEAPONS 


Swords, Spears. 
Axes, Claws, Steve: 


JPsycho 


RESISTANCES 


Mealed by Water, 
Vulnerable to % 
\m Breathproof 



115 Diamagon 


Celeste/Fert Isle 


SYNTHESIZED 

BY 


Incarnus x Bear 
Family rank B 
or less 




























































































WULFSPADE ACE 



& 
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STRENGTH 


1205 


Its holy mission is to seal the 
entrance to the dark world 
using the power of the Mark, 


WEAPONS 


Swords, Spears, 
Axes, Claws, Staves 


RESISTANCES 


Psycho 

Healed by Lightning, 
Vulnerable to Earth, 
Whackproof 



137 Wulfspade I 


fert/Celesfe Isle 


SYNTHESIZED 

BY 


Incarnus x Nature 
Family rank A or 
better 


HAWKHART ACE 



STRENGTH 


A mighty bird whose wings beat 
with the force of a firestorm. 


Swords, Spears, 
Axes, Claws, Staves 



Psycho 


RESISTANCES 


Vulnerable to 
Water, Healed by 
Fire, Whackproof 


139 Hawkhart S 


FOUND AT 


SYNTHESIZED 

BY 


Incarnus x Demon 
Family rank A or 
better 


CLUBDOM ACE 



A mighty ape whose hide 
is tougher than an earthen 
fortress wall. 


Swords, Spears, 
Axes, Claws, Staves 



Psycho 


RESISTANCES 


Vulnerable to Fire, 
Healed by Earth, 
Whackproof 


140 Cluboon III 


: J P 

FOUND AT 


SYNTHESIZED 

BY 


Incarnus x 
Material Family 
rank A or better 



A mighty dragon whose vault of 
knowledge and lore is deeper 
than all the seas, 

Swords. Spears. 
Axes, Claws, Staves 

Psycho 

Healed byWatEr. 

Vulnerable to 
Lightning. VWiacKpnwf 

138 Diamagon III 



Incarnus x Beast 
Family rank A or 
better 



UJJJJJJ 


The Incarnus's terrible 
alternate form, tainted and 
transmogrified by dark matter, 

jPSBMH Swords, Spears, 
gunn Axes r Claws, Staves 

B3SS3 Psycho, Zammeister 
jHSHgH Whackproof, 
JjjggfflMgj Healed by Zam, 
MHM Vulnerable to Zap 


The final form of the Incarnus, 
empowered by the magic of the 
Mark. 


B Swords, Spears, 
Axes, Claws, Staves 

Psycho, Zapmeister 
■■Whackproof, 
Ijfjg Healed by Zap, 
mm Vulnerable to Zam 


8G Crusader 


85 Crusader 


Incarnus x 
Leopold 


Incarnus x 
Empyrea 


ACE OF SPADES 


STRENGTH 


STRENGTH 


[SYNTHESIZED 

BY 














































































SKILLS 


As each monster earns skill points through your adventure you can allocate these points into their skills. As you do this, every so 
often the monster learns a new spell, attribute bonus, resistance, or ability. This chapter lists what you learn from each skill and the 
number of skill points necessary. We also list the monsters that initially have that skill after synthesis or when scouted. 




SKILL POINTS! 

SPELL: Frizz 

3 

'ABILITY: Flame Slash 

G 

SPELL: Bang 

■as i 

ABILITY: Bomb Slash 

24 

SPELL: Frizzle 

36 

SPELL: Boom; 50 


Y miTEALLV LEARNT BY; 119 Spitnik, 149 Imp 


! g Frizz & Bang II 



i--- 1 

■SPELLS/ABILITIES 

SKILL POINTS 

ABILITY; Flame Slash 

5 

ABILITY: Bomb Slash 

SPELL: Frizzle 

10 

20 

SPELL: Boom 

SO 

SPELL: Kafrizz 

49 

SPELL: Ka boom 

60 

ATTRIBUTE BONUS: Frizz Guard 
INITIALLY LEARNT BY; 162 Archdemoi 

L_ 

75 

n 


r~ ,Bg -—- 

1 SPELLS/ABILITIES 

SKILL POINTS! 

SPELL: Kafrizz 

8 

SPELL: Kabocm 

IE 

ABILITY: Inferno Slash 

28 

ABILITY: Blast Slash 

40 

SPELL: Kafrizzle 

85 

SPELL: Kaboomle 

90 

ATTRIBUTE BONUS; Frizz Guard 

05 

ATTRIBUTE BONUS: Bang Guard 
INITIALLY LEARNT BY: - 

100 



& Woosh Frizz & Woosh II tspt^V, Frizz & Woosh 


i-1 

ISPELLS/ABILITIES 

SKILL POINTS! 

SPELL: Frizz 

3 

1 SPILL: Woosh 

H 

ABILITY: Gust Slash 

14 

SPELL: Swoosh 

24 

ABILITY: Flame Slash 

wmm 

SPELL: Frizzle 

50 

^ INITIALLY LEARNT BY: 34 Snapdragon, 164 Jamirus | 



1 SPELLS/ABILITIES 

SKILL POINTS! 

ABILITY: Gust Slash 

4 

1 ABILITY: Flame Slash 

8 

SPELL: Swoosh 

18 

SPELL: Frizzle 

28 

SPELL: Kaswoosh 

43 

SPELL Kafrizz 

58 

ATTRIBUTE BONUS: Frizz Guard 
INITIALLY LEARNT BY: - 

75 


SPELLS/ABILITIES SKILL PO NT 


SPELL: Kaswoosh 7 

SPELL: Kafrizz 15 

ABILITY: Gale Slash 
ABILITY: Inferno Slash 39 

SPELL: Kaswcoshie 64 

SPELL: Ka frizzle 90 

ATTRIBUTE BONUS: Frizz Guard 95 

ATTRIBUTE BONUS: Woosh IDO 

Guard 

INITIALLY LEARNT BY; - 




ISPELLS/ABI LITIES 

SKILL POINTS! 

SPELL: Frizz 

3 

ABILITY: Flame Slash 

8 

SPELL: Zap 

17 

ABILITY: Hallowed Slash 

26 

SPELL Frizzle 

39 

SPELL: Zaaole 

50 

| fMITIALLY LEARNT BY: 5 She-stifne, 79 Garuda 


1 SPELLS/ABILITIES 

SKILL POINTS! 

ABILITY: Flame Slash 

4 

1 ABILITY: Hallowed Slash 

9 

SPELL: Frizzle 

19 

SPELL: Zapple 

23 

SPELL: Kafrizz 

43 

SPELL Kazap 

57 

ATTRIBUTE BONUS: Frizz Guard 
INITIALLY LEARNT BY; 

75 


Frizz & Zap III 


1 SPELLS/ABILITIES 

ISKILL POINTS! 

SPELL: Kafrizz 

9 


SPELL: Kazap 

IS 


ABILITY: Inferno Slash 

29 


ABILITY: Sacred Slash 

40 


SPELL: Kafrizzle 

E5 


SPELL: KAZAPPIE 

90 


ATTRIBUTE BONUS: Frizz Guard 

95 


ATTRIBUTE BONUS: Zap Guard 

INITIALLY LEARNT BY; - 

106 








































































SPELL: Kaboom 
ABILITY: Blast Slash 
ABILITY: Gale Slash 
SPELL: Kaswooshle 
SPELL: Kaboomle 
ATTRIBUTE BONUS: Bang ( 
ATTRIBUTE BONUS: Woosh 


ABILITY: Bomb Slash 2 , 

ABILITY: Gust Slash 3- 

SPELl: Boom 51 

INITIALLY LEARNT BY: 150 Lump wizard, 159 
Wrecktor 


ABILITY: Bomb Slash 
ABILITY: Frost Slash 
SPELL: Crackle 


ABILITY: Bomb Slash 


SPELL: Kaboom 


ABILITY: Frost Slash 
SPELL: Crackle 
SPELL: Boom 


ABILITY: Blizzard Slash 


SPELL: Kacrack 


SPELL: Kacrackle 


SPELL: Kaboom 


SPELL: Kaboomle 
ATTRIBUTE BONUS: Bang Guard 
ATTRIBUTE BONUS: Crack Guard 

INITIALLY LEARNT BY: 


ATTRIBUTE BONUS: Bang Guard 

INITIALLY LEARNT 8Y: • 


Bang & Woosh 


Bang & Woosh II 


Bang & Woosh III 


SKILL POINTS! 


SKILL POINTSl 


^ Bang & Crach III 


Bang & Crack 


Bang & Crack II 


SPELLS/ABILITIES 


SKILL POINTSl 


ISPELIS/ABILITIES 


SKILL POINTSl 


SKILL PQIWTSl 


fisPELLS/ABILITIES 

miiijiiLTOl 

SPELL: Swoosh 4 

| ABILITY: Bomb Slash 

8 

ABILITY: Gust Slash 18 

SPELL: Boom 

30 

SPELL: Kaswoosh 

42 

SPELL: Kaboom 

57 

ATTRIBUTE BONUS: Bang Guard 

75 

INmALLY LEMIYT BY: - 



fiSPELLS/ABILITIES 

KMiiMiTnra 

ABILITY: Flame Slash 

5 

1 ABILITY: Shade Slash 

10 

SPELL: Zammle 

20 

SPELL: Frizzle 

30 

SPELL: Kazam 

44 

SPELL: Kafrizz 

59 

I ATTRIBUTE BONUS: Frizz Guard 

H 75 

INITIALLY LEARNT SY: • 




SKILL POINTSl 

SPELL: Kafrizz 

Q 

0 

SPELL: Kazam 

16 

ABILITY: Inferno Slash 

28 

ABILITY: Shadow Slash 

40 

SPELL Kafrizzle 

65 

SPELL: Kazam mle 

90 

ATTRIBUTE BONUS: Frizz Guard 

95 | 

ATTRIBUTE BONUS: Zam Guard 

INITIALLY LEARNT BY: 

TOO 


ISPELLS/ABILITIES 

SKILL POINTSl 



SPELL: Zam 

6 

ABILITY: Flame Slash 

14 

ABILITY: Shade Slash 

22 

SPELL: Zammle 

36 

SPELL: Frizzle 50 

^ INITIALLY LEARNT SY: 14 Beshcmoth slime 



ABILITY: Hallowed Slash 


SPEL1: Kaboom 


ABILITY: Blast Slash 


ABILITY: Sacred Slash 
SPELL: Kazapple 
SPELL: Kaboomle 
ATTRIBUTE BONUS: Bang Guard 
ATTRIBUTE BONUS: Zap Guard 

INITIALLY LEARNT BY: ■ 


SPELL: Kazap 


SPELL: Kaboom 55 

ATTRIBUTE BONUS: Bang Guard 75 

INITIALLY LEARNT BYi- 


SKILL POINTSl 


SKILL POINTSl 


Bang & Zap 


ISPELLS/ABILITIES 


SPELL: Bang 

"T 1 

1 SPELL: Zap 

9 

ABILITY: Bomb Slash 

14 

ABILITY: Hallowed Slash 

19 

SPELL: Zapple 

32 

SPELL: Boom 

50 

1 INITIALLY LEARNT BY: 26 Grandpa slime, 27 Gem 

1 slime 



SKILL POINTSl 


[ISPELLS/ABILITIES 

SKILL POINTSl 

SPELL: Kazam 

1 

I 

SPELL: Kaboom 

15 

ABILITY: Blast Slash 

25 

ABILITY: Shadow Slash 

37 

SPELL: Kazam mle 

62 

SPELL: Kaboomle 

90 

ATTRIBUTE BONUS: Zam Guard 

95 

ATTRIBUTE BONUS: Bang Guard 

INITIALLY LEARNT BY: 

k - 

100 


SPELLS/ABILITIES 


SPELL: Zam 
ABILITY: Bomb Slash 
ABILITY: Shade Slash 
SPELL Zammle 
SPELL: Boom 
INITIALLY LEARNT BY: 23 Metal kaiser slime 


ISPELLS/ABILITIES 

1 SKILL POINTSl 

AbIlItI: Shade Slash 

3 

7 

SPELL: Zammle 

16 

SPELL: Boom 

28 

SPELL: Kazam 

43 

SPEU: Kaboom 58 

j ATTRIBUTE BONUS: Zam Guard 75 

[ INITIALLY LEARNT BY: 167 Belial 


183 























































































































SPELL: Swoosh 
ABILITY: Gust Slash 

ABILITY: Shade Slash 
SPELL: Zammle 


SPELL: Kaswoosh 
SPELL: Kazam 
ABILITY: Gale Slash 
ABILITY: Shadow Slash 
SPELL: Kaswooshle 
SPELL: Kazammle 
ATTRIBUTE BONUS: Woosh 
Guard 

ATTRIBUTE BONUS: Zam Guard 


SPELL: Swoosh 


ABILITY: Gust Slash 


ABILITY: Shade Slash 3 

SPELL: Zammle 5 

INITIALLY LEARNT BY: 161 Fallen priest, 187 
Phantom swordsman 


SPELL: Kaswoosh 


SPELL: Kazam 
ATTRIBUTE BONUS: Woosh 
Guard 


SPELL Kacrack 
SPELL: Kazap 
ABILITY: Blizzard Slash 
ABILITY: Sacred Slash 


SPELL: KacrackJe 


SPELL: Kazapple 
ATTRIBUTE BONUS: Crack Guard 
ATTRIBUTE BONUS: Zap Guard 


INITIALLY IEARWT BY: 


ABILITY: Frost Slash 
SPELL: Zam 
ABILITY: Shade Slash 


SPELL: Zammle 


SPELL: Crackle 


INITIALLY LEARNT BY: 37 Skelegon, 186 Hellhound 


Woosh & Crack II 


ISPELLS/ABILITIES 


ISPELLS/flBI LITIES 


SKILL POINTS 


SPELLS/ABILITIES 


[SPELLS/ABILITIES 


SKILL POINTSI 


mm rn minima 

■kdllliMI'IH 

SPELL: Woosh 

3 

SPELL: Zap 

8 

SPELL: Swoosh 

16 

ABILITY: Gust Slash 

26 

ABILITY: Hallowed Slash 

36 

SPELL: Zappfe 

50 

INITIALLY LEARNT BY: 13 Behemoth slime 

t- 


ISPELLS/ABILITIES 


SPELL: Kaswoosh 

i HH 

1 SPELL: Kacrack 

15 

ABILITY: Gale Slash 

■GH 

ABILITY: Blizzard Slash 

39 

SPELL Kaswooshle 

64 

SPELL: KacrackJe 

99 

! ATTRIBUTE BONUS: Woosh 

Guard 

95 

ATTRIBUTE BONUS: Crack Guard 

tNlTlALLY LEARNT BY: - 

100 


ISPELLS/ABILITIES 

=skTll POINTSI 

SPELL: Swoosh 

■atari 

ABILITY: Gust Slash 

TO 

ABILITY: Frost Slash 

■■■■ 

SPELL: Crackle 

32 

SPELL: Kaswoosh 

47 

SPELL: Kacrack 

62 

ATTRIBUTE BONUS,- Woosh 

Guard 

75 

l INITIALLY LEARNT BY:- 



IISPELLS/ABILITIES 


SPELL: Swoosh 

SKILL PGINTSj 

ABILITY: Gust Slash 

8 

ABILITY: Hallowed Slash 

19 

SPELL Zapple 

30 

SPELL Kaswoosh 

45 

SPELL Kazan 

62 

ATTRIBUTE BONUS: Woosh 

Guard 

75 

L INITIALLY LEARNT BY: 


I ISPELLS/ABILITIES 

■1 IHIIII m 

SPELL: Woosh 


SPELL: Crack 

7 

SPELL: Swoosh 

1G 

ABILITY: Gust Slash 

27 

ABILITY: Frost Slash 

36 

SPELL: Crackle 

50 

[ INITIALLY LEARNT BY; 64 Jadcat, 105 Moosifer 


IlSPELLS/ABILITIES 

1 SKILL POINTSI 

SPELL: Kaswoosh 

7 

SPELL: Kazap 

15 

ABILITY: Gale Slash 

27 

ABILITY: Sacred Slash 

39 

SPELL: Kazapple 

64 

SPELL: Kaswooshle 

90 

ATTRIBUTE BONUS: Woosh 

95 

Guard 

ATTRIBUTE BONUS: Zap Guard 

100 

IttiriALLUEARHTBY: ■ 



USE 

SKILL POINTSI 


l SPELL: Kazam 

15 

ABILITY: Blizzard Slash 

27 

ABILITY: Shadow Slash 

39 

SPELL: Kac-ackle 

64 

SPELL: Kazammle 

90 

ATTRIBUTE BONUS: Crack Guard 

96 

ATTRIBUTE BONUS: Zam Guard 

100 

INITIALLY LEARNT BY: - 


... 

IlSPELLS/ABILITIES 


ABILITY: Frost Slash 

skill pomrsj 

ABILITY; Hallowed Slash 

B 

SPELL: Zapple 

19 

SPELL: Crackle 

30 

SPELL: Kacrack 

45 

SPELL Kazap 

GO 

ATTRIBUTE 80MUS: Crack Guard 

75 

^ fniTfAUY LEARNT BY: 


ISPELLS/ABILITIES 

KiiiiiMriu 

SPELL: Crack 

3 

SPELL: Zap 

8 

ABILITY: Frost Slash 

16 

ABILITY: Hallowed Slash 

24 

SPELL; Zapple 

RHBB 

SPELL: Crackle 

50 

| INITfALLY LEAllHTBY: 46 Abyss diver, 165 Graces 


ISPELLS/ABILITIES 

lEMIMJiiriM 

ABILITY: Frost Slash 

5 ■ 

ABILITY: Shade Slash 

10 

SPELL: Zammle 


SPELL: Crackle 

32 

SPELL: Kacrack 

47 : 

SPELL Kazam 

62 

ATTRIBUTE BONUS: Crack Guard 

75 

INITIALLY LEARNT BY: 166 Demtrvat- 

arms 

















































































































l SPELLS/ABILITIES 

SKILL POINTS! 

SPELL: Frizz 

3 

1 ABILITY: Fire Breath 

ABILITY: Flame Slash 

ABILITY: Flame Breath 

7 

14 

27 

SPELL: Frizzle 

40 

ABILITY: Deer) Breath 

5D 

^ INITIALLY 1 LEARNT BY: 174 Firespirit, 33 Dragurn 



■ r ~ rTi ~— \ 

ISPELLS/ABILITIES 

SKILL P0INTSI 

ABILITY: Fla me Breath 

4 

'ABILITY: Flame Slash 

8 

SPELL: Frizzle 

13 

ABILITY: Deep Breath 

3D 

ABILITY: Inferno 

45 

SPELL: Kafrizz 

60 

ATTRIBUTE BONUS: Frizz Guard 75 

1 INITIALLYLtARNT BY: 25 Darkonium slime 


Lull 


r 1 .... 1 

ISPELLS/ABILITIES 

SKILL POINTSI 

ABILITY; Deep Breath 

7 

SPELL: Inferno 

15 

ABILITY: Inferno Slash 

27 

SPELL: Kafrizz 

39 

ABILITY: Scorch 

HHI 

SPELL: Kafrizzle 

30 

ATTRIBUTE BONUS: Frizz Guard 

95 

AFRfBUTE BONUS: Fire Breath 

100 

Guard 


^ INITIALLY LEARNT BY: 



ii i ■ _ w w f - 


ISPELLS/ABILITIES 

SKILL POINTS! 

ABILITY: Cool Breath 

3 

1 SPELL: Crack 

7 

ABILITY: Chilly Breath 

14 

ABILITY: Frost Slash 

27 

SPELL: Crackle 

40 

ABILITY: Deed Breath 

50 

Wl73ALLY LEARNT BY: 42 Sea dragon, 50 Great 

1 dragon 


i " i 

ISPELLS/ABILITIES 

SKILL POINTS! 

ABILITY: Fire Breath 

5 

1 ABILITY: Cool Breath 

10 

ABILITY: Flame Breath 

18 

ABILITY: Chilly Breath 

26 

ABILITY: Blowback 

38 

ABILITY: Deep Breath 

50 

EKIHALLY LEARNT BY: 45 Great argon lizard, 47 

1 Megaiodon 



irewind Slashes 




SKILL POINTS 


IB 

29 


SPELLS/ABILITIES 


ABILITY: Flame Slash 
ABILITY: Gust Slash 
ABILITY: Bomb Slash 
ABILITY: Dragon Slash 44 

ABILITY: Inferno Slash 69 

ABILITY: Gale Slash 80 

ABILITY: Blast Slash TOO 

INITIALLYLEARNTBY: 78 Riptide 


^ Darklight Slashe 

!S j 

ISPELLS/ABILITIES 

SKILL P0INTSI 

ABILITY: Frost Slash 

■H 

ABILITY: Hallowed Slash 

ABILITY: Shade Slash 

16 

ABILITY: Uncarnate 

44 

ABILITY: Blizzard Slash 

60 

ABILITY: Sacred Slash 

80 

ABILITY: Shadow Slash 100 

1 INITIALLY LEARNT BY: 11 Metal slime knight 


■ ^ ‘ ~Y 

ISPELLS/ABILITIES 

SKILL POINTS! 

ABILITY: Chilly Breath 

4 

ABILITY: Frost Slash 

8 

SPELL: Crackle 

19 

ABILITY: Deep Breath 

3D 

ABILITY: Cold Blizzard 

45 | 

SPELL: Kacrack 

GO 

ATTRIBUTE BONUS: Crack Guard 

INITIALLY LEAftNT BY: - 

75^ 


7 


SPELLS/ABILITIES SKILL POI 


ABILITY: Deep Breath 7 

ABILITY: Cold Blizzard 15 

ABILITY: Blizzard Slash 27 

SPELL: Kacrack 39 

ABILITY: C-C-Cold Breath 84 

SPELL: Kacrackie 90 

ATTRIBUTE BONUS: Crack Guard 95 

ATTRIBUTE BONUS: Cold Breath 100 

Guard 

INITIALU LEARItTBY: - 


HE 



~ ~ 


Breath 


ISPELLS/ABILITIES 

SKILL POI NTSI 

ABILITY: Flame Breath 

■ni 

ABILITY: Chilly Breath 

14 

ABILITY: Blowback 

■■ 

ABILITY: Deep Breath 


ABILITY: Inferno 

47 

ABILITY: Cold Blizzard 

60 

ATTRIBUTE BONUS: Fire Breath 
Guard 

INITIALLY LEARNT AY: 82 Khaiamari 

75 


wrnmmsmmm 


i--1 

ISPELLS/ABILITIES 

SKILL POINTS! 

ABILITY: Blowback 

■m 

ABILITY: Deep Breath 

12 

ABILITY: Inferno 

22M 

ABILITY: Cold Blizzard 

32 

I ABILITY: Scorch 44 

ABILITY: C-C-Cold Breath 56 

ATTRIBUTE BONUS: Fire Breath 
Guard 

76 

ATTRIBUTE BONOS: Cold Breath 
Guard 

IDO 

1 INITIALLY LEARNT BY: ■ 


^ Thunderwind Slashes j 

ISPELLS/ABILITIES 

SKILL POI NTSI 

ABILITY: Gust Slash 

.1 

ABILITY: Shade Slash 

16 

ABILITY: Lightning Slash 

29 

ABILITY: Mercurial Thrust 

44 

ABILITY: Gaie Slash 

60 

ABILITY: Shadow Slash 

80 

ABILITY: Thunderbolt Slash 

10D 

| INITIALLY LEARNT BY: 158 Gctavian sentry 



ISPELLS/ABILITIES 

-1 

SKILL POINTS! 

ABILITY; Frost Slash 8 

ABILITY: Hallowed Slash 


16 

ABILITY: Bomb Slash 


29 

ABILITY: Metal Slash 


44 

ABILITY: Blizzard Slash 


6tiM 

ABILITY: Sacred Slash 


80 

ABILITY: Blast Slash 


100 

1^ INITIALLY LEARNT BY: 126 Gold golem 


m 



7 


1 


1- 1 

ISPELLS/ABILITIES 

SKILL POINTS! 

SPELL: Frizz 

wtmmm 

ABILITY: Helm Splitter 

13 

ABILITY: Flame Slash 

23 

ABILITY: Body Slam 

34 

SPELL: Frizzle 

47 

: ABILITY: War Cry 

62 

ABILITY: Inferno Slash 80 

ATTRIBUTE BONUS: Frizz Guard 

100 

1 INITIALLY LEARNT BY: 117 Dancing flame, 122 Wax 

I murderer 

_ 1 


f-1 

ISPELLS/ABILITIES 

SKILL POINTS! 

SPELL Bang 

19 

ABILITY: Bomb Slash 

18 

ABILITY: Slowing Slug 

24 

ABILITY: War Cry 

34 

SPELL; Boom 

47 

ABILITY: One-on-One 

62 

ABILITY: Blast Slash 

BQ 

ATTRIBUTE BONUS: Bang Guard 

IN3TSALLY LEARNT BY: 49 Dragularge, 

100 

95 Weartiger 




























































































































5¥) Wind Blower 


ISPELLS/ABILITIES 

SKILL POINTSl 

SPELL: Woosh 

CFl 

ABILITY: Dodgy Dance 

16 

ABILITY: Gust Slash 

26 

ABILITY: Slowing Slug 

35 

SPELL: Swoosh 

ABILITY: Mercurial Thrust 

HR, 

62 

ABILITY: Gale Slash 

80 

; ATTRIBUTE BONUS: Woosh Guard 100 

1 INITIALLY LEARNT BY: lODDiernon. 181 Phantom 
l Ijnccf 


m 



ISPELLS/ABILITIES 

SKILL POINTSl 

SPELL: Zam 

s 

ABILITY: Shade Slash 

11 

ABILITY: Tap Dance 

17 

ABILITY: War Cry 

27 

SPELL: Zammie 

45 

ABILITY: Weakening Wallop 

55 

ABILITY: Shadow Slash 

■■ 

ATTRIBUTE BONUS: Zam Guard 

IDO 

INITIALLY LEARNT BY: 20 Dark slime 1 

might, 146 

Dracky 


Cleanser 


n nun min ii— 

- -J 

SKILL POINTSl 
LCLLJ 

SPELL: Heal 


SPELL: Squelch 

8 

ortLi: 1 ingle 

SPELL: Zing 

30 

ABILITY: Amor Seco Rain 

MH 

ABILITY: Wave of Relief 

58 

| SPELL: Hazing 

cm c? 

ABILITY: Disruptive Wave 

100 

^ INITIALLYLEARNT BY: 61 Chirnaera, 81 King squid 


ISPELLS/ABILITIES 

SKILL POINTSl 

SPELL: Accelerate 

M 1 

SPELL Heal 

ii 

ABILITY: Dodgy Dance 

19 

ABILITY: Sandstorm 

25 

SPELL: AcceleraLle 

35 

ABILITY: Gust Slash 

47 

ABILITY: Mercurial Thrust 

61 

ABILITY: Gale Slash 

76 

ATTRIBUTE BONUS: Decelerate 

100 

Guard 


1 INimilY LEARNT BY: 70 Great sabrecat, 91 Ore, 93 

| Jumping jackal 

I 


Wj Enfeehler 


ISPELLS/ABILITIES 

SKILL POINTS 


B 

SPELL Dim 

BB 

ABILITY: Weakening Wallop 

23 

ABILITY: Stupefying Strike 

40 

SPELL Kasag HIM 

55 

SPELL Kadim 

70 

ATTRIBUTE BONUS: Sag Guard 

85 ■ 

ATTRIBUTE BONOS: Dim Guard 

100 

INITIALLY LEARNT BY; 120 Soodybag, 

183 Skeleton 


yjSicemeister 


SPELLS/ABILITIES 


SPELL Crack 
ABILITY: Frost Slash 
ABILITY: Tongue Lashing 
ABILITY: Breathtaking Bash 
SPELL: Crackle 
ABILITY: Meditation 
ABILITY: Blizzard Slash 


[SKILL POINTS 


17 

24 

34 


■I 


48 


B3 

im 

ATTRIBUTE BONUS: Crack Guard 100 

INITIALLYLEARNT BY: 30 Frou-fry, 118 Frostburn 



m 


1 


ISPELLS/ABILITIES 

SKILL POINTSl 

SPELL: Heal 

4 

SPELL Buff 

12 

SPELL: Midheal 

28 

SPELL: Zing 

42 

SPELL: Reheal 

52 

ABILITY: Meditation 

62 

SPELL Full heal 

75 

SPELL: Kazing 100 

INITIALLY LEARNT BY: 4 Healslime. 1? Angel slime, 

17 Cureslime, 138 Boh, 151 Frogface, 170 
Malrotti, 188 Skeleton so-Jcfier 



ISPELLS/ABILITIES 

[SKILL PD INTSl 

ABILITY: Double-edged Slash 


ABILITY: Body Slam 

13 

ABILITY: Double Up 

18 

SPELL: Oomph 

31 

ABILITY: Hatchet Man 

40 

ABILITY: Meditation 

52 

! SPELL: Oomphle 

70 

ATTRIBUTE BONUS: Sag Guard 

100 

[ INITIALLY LEARNT BY; 8 Wild slime, 196 dullahan 



/ 

1 ISPELLS/ABILITIES 

SKILL POINTSl 

SPELL: Drain Magic 

4 

SPELL: Accelerate 

10 

SPELL: Share Magic 

18 

SPELL: Fizzle 

26 

SPELL: Ping 

38 

SPELL: Kafizzle 

52 

SPELL: Give Magic 

70 

ATTRIBUTE BONUS: Drain Magic 

85 

Guard 


ATTRIBUTE BONUS: Dim Guard 

100 

1 INITIALLY LEARNT BY: 7 Snail slime. 77 Yabby, 137 

^ Mum 


[gajthite Knight 

■B 

MsHimhJIiHM 

IMIlldilL'hU 

SPELL: Zap 

ABILITY: hallowed Slash 

6 

12 

ABILITY: Dazzleflash 

ABILITY: Baffling Bonk 

29 

SPELL: Zapple 

45 

ABILITY: Stupefying Strike 

55 

ABILITY: Sacred Slash 

ATTRIBUTE BONUS: Zap Guard 

INITIALLY LEARNT BY: 9 Slime knight, 

75 

m 

106 Mohawks 



t ------- 

ISPELLS/ABILITIES 

SKILL POINTS 

SPELL: Heal 

4 

SPELL Tingle 

12 

SPELL: Kabuff 

20 

SPELL; Multiheal 

30 

‘ ABILITY: Wave of Relief 

40 

ABILITY: Amor Seco Rain 

55 

ABILITY: Song of Salvation 

75 

SPELL: Omniheal 

100 

me, 69 Hades I 

INITIALLY LEARNT BYr 21 King curesli 
corrdur 

t 



SPELLS/ABILI 


SPELL: Buff 
SPELL Heal 
ABILITY: Dazzleflasfi 
SPELL: Kabuff 

ABILITY: Defending Champion 

SPELL: IVfidheal 

ABILITY: Weakening Wallop 


SKILL POINT 




11 

n 

27 
42 
57 
77 
TOO 


ATTRIBUTE BONUS: Sap Guard 

minALLV LEARNT EV: 29 Komodo. 60 Crabid, 132 
Jum 



ZJ 


ISPELLS/ABILITIES 


SPELL: Accelerate 

1 

SPELL: Heal 

B 

SPELL: Buff 

14 

SPELL: Ping 

22 

SPELL: Oomph 

32 

SPELL; Accelerate 

42 

SPELL: Kabuff 

54 

SPELL: Raping 

76 

SPELL: Ocinpfile 

100 

[ FNITMLLY LEARNT BY: 97 Bodkin archer, 136 Boe 





[SKILL POINTSl 

SPELL: Decelerate 

1 

I! 

SPELL: Sap 

14 

ABILITY: Helm Splitter 


ABILITY: Slewing Slug 

38 

SPELL: Oeceleiatle 


SPELL: Kasap 

64 

ATTRIBUTE BONUS: Sap Guard 
ATTRIBUTE BONUS: Decelerate 

Guard 

INITIALLY LEARNT BY: 57 Capsictium, 

i- 

82 

10D 

180 Skipper 
















































































































































Antimagic 


1--~- 

- m - 1 

1 SPELLS/ABIUTIES 

EMIllillllHH 

SPELL: Fizzle 

HH 

SPELL: Magic Frailty 

10 

SPELL: Ping SB 

13 

SPELL: Dim 

26 

SPELL: Magic Barrier 

38 

ABILITY; Stupefying Strike 

46 

SPELL: Bounce 

56 

ATTRIBUTE BONUS: Dim Guard 

65 

ATTRIBUTE BONUS: Fizzle Guard 

75 

INITIALLY LEARNT BY; 52 Black dragon, 156 Gryphon | 


Anti-metal 


1 



-. 7 * 

ISPELLS/ABILITIES 

SKILL POINTS! 

SPELb Accelerate 

4 ,: m 

ABILITY: Metal Slash 

12 

SPELL: Oomph 

20 

SPELL: Magic Frailty 

30 

SPELL: Accelerate 

40 

ABILITY: Hatchet Man 

50 

ATTRIBUTE BONUS: Speed+30 


TRAIT: MetaI Beater 

100 

1 INITIALLY LEARNT BY: KMGpgantes, 130 Hunter 

1 fnech 


r Seal 

7 

HSPELLS/ABiLlflES 

SKILL POINTSl 

SPELL: Fizzle 

WHXMX 

1 SPELL: Drain Magic 

11 

ABILITY; Breathtaking Bash 

20 M 

ABILITY: Break-dance Beat 

m 

SPELL; Kafizzle 

42 

SPELL: Magic Frailty 

55 

ABILITY: Critical Miss 

69 

ABILITY: Ban Dance 

84 

ABILITY: Gobstopper 

TOO 

1 INITIALLY LEARNT BY: 40 Red dragon, 147 Winky, 

1 132 Fly guy 


^ Fear-monger 


(SPELLS/ABIUTIES 

SKILL POINTSl 

ABILITY: Heart Breaker 

4 

ABILITY: Spooky Aura 

8 

SPELL: Fuddle 

14 H 

^ ABILITY: Tongue Lashing 

22 

ABILITY: Bemusing Breath 

30 ■ 

ABILITY: Baffling Bonk 

42 

SPELL: Kafuddle 

56 

ATTRIBUTE BONUS: Inaction 
Guard 

76 

ATTRIBUTE BONUS: Confusion 
Guard 

100 

1 INITIALLY LEARNT BY: 115 Bag a’ laughs, 123 

1 Cannibox, 139 Trap box 


'O^Jpttimagic - 1 


7 


ISPELLS/ABILITIES 


SPELL; Katizzle 


SPELL: Magic Frailty 

10 

SPELL: Magic Barrier 

wm u 

ABILITY: Stupefying Strike 

35 

SPELL: Bounce 

49 

SPELL: Kadim 

65 

SPELL: Kaping 

81 

? ATTRIBUTE BONUS: Dim Guard 

90 

ATTRIBUTE BONUS: Fizzle Guard 

INITISLIY LEARNT BY: - 

IDO 


J^^Jjolsterer 

—3 

ISPELLS/ABILITIES 


SPELL Buff 


ABILITY: Sandstorm 

a 

SPELL: Insulate 

16 

ATTRIBUTE BONUS: Defence 
+10 

26 

SPELL: Ka buff 

38 

SPELL: Insulatie 

52 

SPELL Magic Barrier 

66 

ABILITY: Mist Me 

82 

ATTRIBUTE BONUS: Sap Guard 

100 

1 INITIALLY LEARNT BY, 3 Shell slime, 152 Dessert 

I demon 


Hypnotist 


SPELLS/ABILITIES 


(SKILL POINTS 


SPELL: Snooze 
SPELL Dazzle 
SPELL Fuddle 
ABILITY: Bemusing Breath 
ABILITY: Tongue Lashing 
SPELL: Kasnooze 
SPELL: KafuddJe 
ATTRIBUTE BONUS: Confusion 
Guard 

ATTRIBUTE BDHUS: Sleep Guard 100 

INITIALLY LEAflNTBT 67 Eveel. 146 Lips 





i 


SPELLS/ABIUTIES 


ABILITY: Poison Breath 
ABILITY: Sweet Breath 

ABILITY: Blowback 


SKILL POINTS 


5 

12 

22 

34 

46 

63 


ABILITY: Bemusing Breath 
ABILITY: Brahe Wind 
ABILITY: Burning Breath 

ABILITY: Venom Breath 80 

ATTRIBUTE BONUS: Poison IDO 

Guard 

INITIALLY LEARNT BY: 22 King bubble slime, 94 
Night emperor, 184 Walking corpse 



ISPELLS/ABILITIES 

[SKILL POINTSl 

ABILITY: Dragon Slash 


ABILITY: Insulate 

10 

ABILITY: Blowback 

IS 

ABILITY: Gobstopper 

28 

ABILITY: Breathtaking Bash 

38 

SPELL: Insulatie 

50 

ABILITY: Brake Wind 

64 

ATTRIBUTE BONUS: Fire Breath 
Guard 

80 

ATTRIBUTE BONUS: Cold Breath 
Guard 

100 

INITIALLY LEAftNTBY; 163 Boss troll, 185 Re” ess 

1 armour 


«P 15BM| 


ISPELLS/ABILITIES 

SKILL POINTS! 

SPELL Kabuff 

4 

ABILITY: Blowback 

9 

ABILITY: Defending Champion 

14 

SPELL: Clang 

22 

ABILITY: Brake Wind 

30 

SPELL Bounce 

40 

ABILITY: Mist Me 

50 

ABILITY: Counter 

75 

ATTRIBUTE BONUS: Sap Guard 

100 

1 INITIALLY LEARNT BY: 51 Mecban-o’-wyriTi, 135 

1 Living statue, 141 Mumboh-jumboe 


i c 




7 


SPELLS/ABILITIES 


ISKILL POINTS 


ABILITY: Poisonous Poke 6 

ABILITY: Poison Breath 12 

ABILITY: Paralysing Punch IB 

ABILITY: Burning Breath 26 

ABILITY: Venom Breath 38 

ABILITY: Venomous Volley 30 

ATTRIBUTE BONUS: Poison 75 

Guard 

ATTRIBUTE BONUS: Paralysis 100 

Guard 

INITIALLY LEARNT 8V: 31 Dragonthorn, 33 Argon 
lizard, 74 Giant moth 



ISPELLS/ABILITIES 

UUIIliiillHti 

ABILITY: Slowing Slug 

10 

ABILITY: Weakening Wallop 

20 

ABILITY: Stupefying Strike 

30 

ABILITY: Helm Splitter 

40 

ABILITY: Breathtaking Bash 

50 

ABILITY: Break-dance Beat 

m 

ABILITY: Blinding Blow 

75 

I ABILITY: Assassin's Stab 100 

1 INITIALLY LEARNT BY: 66 Hell hornet, 178 

1 Demonrider, 194 Roseguerdrn 
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i 

. * . -• ** 


SPELLS/ABIL 111 ES 


I SKILL POINTS 


ABILITY: Heart Breaker 
AGILITY: Slewing Slug 
AGILITY: Poisonous Poke 
AGILITY: Baffling Bonk 
AGILITY: Blinding Blow 


II 




ABILITY: Dodgy Dance 
ABILITY: Paralysing Punch 
ABILITY: Venomous Volley 
AGILITY: Brake Wind 

INITIALLY LEARNT BY: 43 Tyrantosaurus, 86 
Mischievous mole, 39, Fencing fox 


4 

11 

19 

29 

39 

51 

B3 

SO 

100 



1 SPELLS/ABILITIES 

SKILL POINTSI 

ABILITY: Klepto Clobber 

5 

ABILITY: Dodgy Dance 

10 

ABILITY: Penny Pincher 

20 1 

ABILITY; Mercurial Thrusl 

30 

ABILITY: Metal Slash 

45 

ABILITY: Paralysing Punch 

60 

ABILITY: Assassin's Stab 

1 H1 ’ 

TRAIT: Metal Beater 

IDO 

1 INITIALLY LEARNT BY: BO Beetlebuffy, 96 Brownie, 

l 168 ?? 

_ 


[QOjtousipell 

? 

1 SPELLS/ABIUTIES 

nan 

SPELL: Frizz 


SPELL Zam 

ID 

ABILITY: Flame Slash 

1G 

ABILITY: Shade Slash 

22 

SPELL Zammle 

32 

SPELL: Frizzle 

42 

SPELL: Whack 

56 M 

ABILITY: Uncarnate 

70 

SPELL: Magic Burst 

100 

^INITIALLY LEARNT BY 19 Dark slime, 

199 Orgodemir 



ardier 


7 


SPELLS/ABILITIES 


SPELL: Bang 
ABILITY: Bomb Slash 
SPELL: Kamikazee 


SKILL POINTS 


4 

10 


II 


SPELL: Boom 
SPELL Kerplunk 
ABILITY: Blast Slash 

SPELL: Kaboom MM 
ATTRIBUTE BONUS: Bang Guard 

INITIALLYLEAflfiirBY: IB Liquid metal slime, IDS 

PaZLEZL! 


18 

31 

47 

05 

85 

100 



kkJdUMIIliili’HM 

SKILL POINTSI 

ABILITY: Double-edged Slash 

10 

i ABILITY: Body Slam 

la 

ABILITY: Blowback 

2B 

ABILITY: Double Up 

35 

ABILITY: Gne-on-Gne 

45 

SPELL: Kamikazee 

57 

ABILITY: Kerplunk Dance 


SPELL: Kerplunk 

100 

1 INITIALLY LEARNT BY; 33 Nardragon, 124 Rockbomb, 

1 169 Night clubber 


I5PELLS/ABIUTIES 

SKILL POINTSI 

ABILITY: Sleep Sock 

10 

ABILITY: Paralysing Punch 

20 

ABILITY: Mercurial Thrust 

30 

ABILITY: Dazzleflash 

40 

ABILITY: Baffling Bonk 

■HUH 

ABILITY: Multislash 

so 

ABILITY: Assassin’s Stab 

75 

ATTRIBUTE- BONUS: Whack Guard 100 

1 INITIALLY LEARNT BY: 44 Metal dragon, 140 Killing 

1 machine,. 189 Grim rider 




SKILL POINTSI 

I aHHBHMBliHHi: 

ABILITY: Hallowed Slash 8 

SPELL: Mult heal 16 

SPELL: Kapple 

24 

ABILITY: Wave of Relief 

38 

SPELL: Reheal 

48 

SPELL: Omniheaf 

64 

SPELL: Kazan 

80 

i ATTRIBUTE BONUS: Zap Guard 100 

[ INITIALLY LEARNT BY: 84 Empyrea, 210 Wildcard 


Niflheim 


7 


ii iim iii mini — 

MllliMIUti 

ABILITY: Cool Breath 

8 

SPELL: Zam 

16 

SPELL: Crack 

24 

ABILITY: Chilly Breath 

32 

SPELL: Zammle 

44 

SPELL: Crackle 

56 

ABILITY; Wave of Panic 

76 

SPELL: Kazam 100 

INITIALLYLEAflNTBY: 142 Ruill, 143 Psaro 



SPELLS/ABILITIES 


ABILITY: Sandstorm 
ABILITY: Body Slam 
ABILITY: Blowback 
ABILITY: Sultry Dance 
ABILITY: War Cry 
ABILITY: Hustle Dance 
ABILITY: Cne-on-One 
ABILITY; Counter 


SKILL POINTS 


10 

20 


■■ 


30 

40 

50 

05 

75 

TOO 


INITIALLY LEARNT BY: 35 Jargon. 53 Drakulard, 68 
Bullfinch 



m 


1 


SPELLS/ABIUTIES 


ABILITY: Helm Splitter 
SPELL Zam 
ABILITY: Cool Breath 
SPELL: Whack 
ABILITY: Chilly Breath 
SPELL: Zammle 


ABILITY: Death Dance 
ABILITY: Wave of Panic 
SPELL: Thwack 

INITIALLY LEAflNT BY: 116 Shadow, 197 Wight king 


SKILL POINTS 


3 

8 

17 

26 

38 

53 

B8 

84 

100 




HEIIHJilUW 1 

ABILITY: Sleep Sock 

10 

ABILITY: Penny Pincher 

20 

ABILITY: Klepto Clobber 

30 

ABILITY: Metal Slash 

40 

ABILITY: Dragon Slash 

50 

ABILITY: Double Up 

60 

ABILITY: Uncarnate 

60 

ABILITY: Assassin's Stab 

100 

INITIALLY LEAH NT BY, 58 Wild bosrfish, 75 Gorerilla, 
88 Hammer hood 



£1 


7 


ISPELLS/ABILITIES 

SKILL POINTSI 

SPELL: Zammle 

5 

! ABILITY: Shade Slash 

10 

ABILITY: Wave ot Panic 

H 

SPELL: Whack 

25 

SPELL: Kazam 

35 

SPELL: Thwack 

47 

ABILITY; Disruptive Wave 

60 

ATTRIBUTE BONUS: Zam Guard 

SO 

ATTRIBUTE BONUS: Whack Guard 

1DD 

1 INITIALLY LEARNT BY: 193 Tortured soul, 209 Ace of 

| Spades 

_- 


7 

ISPELLS/ABILITIES 

MlllilillM! 

ABILITY: Dodgy Dance 

4 

ABILITY: Weird Dance 

12 

ABILITY: Fuddle Dance 

2M 

ABILITY: Tap Dance 

32 

ABILITY: Sultry Dance 

42 

| ABILITY: Ban Dance 

52 

ABILITY: Hustle Dance 

67 

ABILITY: Death Dance 

82 

ABILITY: Kerplunk Dance 

100 

INITIALLY LEAR NT BY: 87 Satyr, 123 1 

Mud mannequir 

. 153 Dancing devil 

1 



7 


ISPELLS/ABILITIES 

SKILL POINTSI 

ABILITY: Helm Splitter 

pun 

ABILITY: Double-edged Slash 

13 

ABILITY: Body Slam 

M 120 

ABILITY: Double Up 

28 

ABILITY: One-on-One 

36 

ABILITY: Hatchet Man 

50 

ABILITY: Kerplunk Dance 

70 

ATTRIBUTE BONUS: Whack Guard 

100 


INITIALLY LEARNT BY: 101 Notso macho, 107 
Buff a I ogre, 154 Headhunter 



ISPELLS/ABILITIES 


SPELL: Drain Magic 

m mm 

ABILITY: Sleep Seek 

10 

ABILITY: Sweet Breath 

16 

ABILITY: Spooky Aura 

26 

ABILITY: Death Dance 

46 

ABILITY: Wave of Panic 

56 

ATTRIBUTE BONUS: Sleep Guard 
ATTRIBUTE BONUS: Drain Magic 
Guard 

75 

100 

. INITIALLY LEARNTBY; 92 Pan piper, ! 

L33 Mimic 



















































































































































































X Cold Sleep 


iiiiMimniiii^Miiimiiiiii 

SPELL: Snooze 

ABILITY: Cool Breath 12 

ABILITY: Sleep Sock 22 

SPELL: Whack 34 

ABILITY: Chilly Breath 44 

SPELL: Kasnooze 56 

ATTRIBUTE BONUS: Sleep Guard 78 

ATTRIBUTE BONUS: Whack Guard 100 

mmilY LEARNT B¥: 48 Frou-frou, 160 Lethal 
armour 



ISPEILS/ABIUTIES 


ABILITY: Weird Dance 


ABILITY: Weakening Wallop 

12 

ABILITY: Fuddle Dance 

20 

ABILITY: Bemusing Breath 

28 

ABILITY: Break-dance Beat 

39 

ABILITY: Critical Miss 

52 

ABILITY: Amor Seco Rain 

65 

ABILITY: Song of Salvation 

80 

ABILITY; follow Suit 

INITIALLY LEARNT BY: 121 King help, 
132 Wailin' weed 

TOO 

131 Puppeteer, 


7 


ISPELLS/ABILITIE$ 


SPELL frizz 

'SKILL P0INTSJ 

SPELL; Heal 

G 

SPELL Zap 

16 

ABILITY: Body Slam 

22 

ABILITY; Dazzleflash 

30 

SPELL: Sag 

40 

SPELL Midheal 

55 

SPELL Share Magic 

75 

I TRAIT: Steady Recovery TOD 

1 INITIALLY LEARNT BY; 1 Slime, 2 Bubble slime, 6 

L Drake slime, 10 Metal slime 


imDiabolist 




■ 


1SPELLS/ABILITIES 

ISKILL POINTS 

SPELL: FrUz 
' SPELL: Fizzle 

4 

10 

SPELL: Sap 

MB 6 

SPELL: Zam 

24 

SPELL: Kafizzle 

36 

SPELL: Magic Frailty 

53 

SPELL: Sag 

70 

SPELL: Whack 

65 

SPELL: Magic Barrier TOO 

INITIALLY LEARNT BY: 103 Silvapithecus, 109 Atlas, 
,155 Lesser demon, 135 Bene baron 


lUjLyprBen Finger 


SPELLS/ABILITIES 


SPELL: Heal 

ABILITY: Blinding Blow 
SPELL: Squelch 
SPELL: Tingle 
SPELL: Mldheal 
SPELL: Share Magic 
ABILITY: Weird Dance 
ABILITY: Song of Salvation 
ABILITY: Tap Dance 


ISKILLPO 


4 

14 

22 

30 

42 

54 

04 

84 

100 


EDS 


INITIALLYIEAHHTBY: 71 Treeface, 175 Stump chump 


7 

IISPELLS/ABILITIES 

SKILL PDIHTSl 

SPELL: Zapple 

~- \ 

SPELL Multiheal 

10 

SPELL Refieaf 

20 j 

SPELL: Kazap 

30 

ABILITY: GigaslasK 

■ M 

SPELL: Omnihea! 

60 

ABILITY: Gigagash 

80 

ATTRIBUTE BONUS: Zap Guard 

1 fJITIALiV LEARNT BY; 16 King Slime, 
^dragon 

100 

54 Alabast 


7 




IIIIMmimill — 


ABILITY: Tap Dance 

SKILL POINTS^ 

1 ABILITY: Spooky Aura 

10 

ABILITY: Sultry Dance 

18 

ABILITY: Ban Dance 

28 

! ABILITY: Gob stop per 

■Ml 

ABILITY: Tongue Lashing 

52 

ABILITY: Hustle Dance 

76 

1 ABILITY: Follow Suit 10Q 

1 INITIALLY LEAN NT BY: 90 Chainine, 1 

10 Don mole 



1 SPELLS/ABILITIES 


ABILITY: Heart Breaker 


ABILITY: Sandstorm 

7 

ABILITY: Dragon Sfash 

MBHM1 

ABILITY: Body Slam 

15 

ABILITY: Mercurial Thrust 

21 

ABILITY: Tongue Lashing 

30 

ABILITY: War Cry 

45 

ABILITY: (incarnate 

63 

ABILITY: Hatchet Man 

83 

INITIALLY LEARHI BY: 62 Spiked hare. 65 Great 
sabrecuh. 76 Heligator, 85 Platveunk 


IISPELLS/ABILITIES 

ISKILL POINTSI 

ABILITY: Fire Breath 

—1 

ABILITY: Cool Breath 

10 

ABILITY: Sandstorm 

18 

ABILITY: War Cry 

28 

ABILITY: Flame Slash 

37 

ABILITY: Gust Slash 

48 

ABILITY: Lightning Slash 

64 

ABILITY; Chilly Breath 

82 

ABILITY: Flame Breath 

100 

1 INITIALLY LEARNT BT; 15 Dragon slime. 36 Green " 

L dragon, 39 Seasaur, 41 Hacksaurus 

m 

? 

IISPELLS/ABILITIES 

millsMIUM 

SPELL; Buff 

H 5 am 

SPELL Snooze 

10 

ABILITY: Heart Breaker 

15 

SPELL Sleep Sock 

25 

ABILITY: Paralysing Punch 

35 

SPELL: Kasnooze 

50 

ABILITY: Defending Champion 

85 

ABILITY: fuddle Dance 

80 

ABILITY: hustle Dance 

100 

I INITIALLY LEARNT BY: 59 Scorpion, 72 Scissor 
[ beatle. 73 Eeetleboy 



IISPELLS/ABILITIES 

SKILL POINTS 

SPELL: Heal 


SPELL: Crack 

10 

ABILITY: Sultry Dance 

15 

SPELL Midheal 

23 

ABILITY: Mist Me 

33 

' SPELL Crackle 

45 

ABILITY: Amor Seco Rain 

60 

ABILITY: Song of Salvation 

SO 

ATTRIBUTE BONUS: Water Guard 

100 

1 INITIALLY LEARNT E¥. 63 Khalamari kid, 99 Merman, 
l 148 See urchin 



ISPELLS/ABILITIES 

ISKILL POINTS 

SPELL Decelerate 

6 

ABILITY: Double-edged Slash 

12 

ABILITY: Weird Dance 

20 

SPELL: Decelerate 

31 

SPELL: Dim M— 

42 | 

ABILITY: Breathtaking Bash 

55 

ABILITY: Break-dance Beat 

70 

ABILITY: Stupefying Strike 

85 

ABILITY; Blawback 

100 

INITIALLY LEARNT BY; 28 Trade 





ISPELLS/ABILITI FS 

ISKILLPOINTsJ 

ABILITY: Poisonous Poke 


1 ABILITY: Helm Splitter 

14 

ABILITY: Sleep Sock 

wmsum ■ 

I ABILITY: Slowing Slug 

32 

ABILITY: Sweet Breath 

45 

ABILITY: Venomous Volley 

60 

SPELL Kamikazee 

80 

ATTRIBUTE BONUS: Whack 

Guard 

100 

1 INITIALLY LEARNT BY: 173 Gfiost, 176 Funghoul. 

1 179 Mummv bov. 190 Soulspawn 


7 


IISPELLS/ABILITIES 

SKILL POINTSI 

! SPELL: Accelerate 

4 

1 SPELL: Woosh 

3 

SPELL: Accelerate 

18 

SPELL: Swoosh 

28 

SPELL: Insulate 

40 

ABILITY: Sandstorm 

48 

ABILITY: Muitislash 

63 

SPELL: Jnsuiatle 

80 

1 ABILITY: Brake Wind 100 

1 INITIALLY LEAfiHT BY: 98 Gargoyle, 102 Cockateer, 

| 127 Mecba-mynah. 191 Stark raven 


rmurniimii^— 

SKILL POINTSI 

SPELL: Buff 

MMM 

ABILITY: Helm Splitter 

14 

ABILITY: Metal Slash 

24 

ABILITY: Hatchet Man 

34 

SPELL: Kabuff 

46 

SPELL: Bounce 

61 

SPELL: Kamikazes 

76 

f SPELL: Kerplunk 100 

1 INITIALLY LEARNT BY; 125 Anchorman, 129 
[ Dmgaling, 134 Golem. 177 Muddy band 

















































































































POINTS 


SPELLS/ABILITIES 


SPELLS/ABILITIES 


SPELL: Frizz 


SPELL: Snooze 

11 

ABILITY: Flame Slash 

IB 

SPELL: Frizzle 

28 

ABILITY: Singe 

38 

SPELL: Dazzle 

43 

ABILITY: Sear 

60 

ATTRIBUTE BONUS: Fire Guard 

INITIALLY LEARNT BY: 202 Hawkhait 

75 


[SPELLS/ABILITIES 

[SKILL POINTS 

SPELL: Frizzle 


SPELL: Dazzle 

TO 

ABILITY: Inferno Slash 

18 

SPELL: Kafrizz 

30 

ABILITY: Sear 

42 

ABILITY: Cremate 

50 

SPELL: Kasnooze 

70 

ATTRIBUTE BONUS: Fire Guard 

85 

ATTRIBUTE BONUS: Frizz Guard 

INITIALLY LEARNT BY:- 

100 


SPELLS/ABILITIES 


SPELL: Crack 
SPELL: Mid heal 
ABILITY: Waterspout 
ABILITY: Frost Slash 
SPELL: Crackle 
SPELL: Zing 
ABILITY: Geyser 
ATTRIBUTE BONUS: Water Guard 

INITIALLY LEARNT BY: 204 Diamagon 


.. . 

SKILL POINTS 

SPELL: Crackle 


SPELL: Fullheal 

15 

ABILITY: Geyser 

23 

ABILITY: Blizzard Slash 

33 

SPELL Kacrack 

45 

ABILITY: Tidal Wave 

55 

SPELL: Kazing 

70 

ATTRIBUTE BONUS: Water Guard 

85 

ATTRIBUTE BONUS: Crack Guard 

INITIALLY LEARNT BY: - 

IDO 


SPELLS/ABILITIES 

1 SKILL POINTS 

SPELL: Boom 

8 

SPELL: Kabuff 

i m ■ 

ABILITY: Boulder Bash 

24 

ABILITY: Blast Slash 

33 

ABILITY: Boulder Toss 

43 

SPELL: Kasap 

55 

SPELL: Kaboom 

70 

ATTRIBUTE BONUS: Earth Guard 

85 

ATTRIBUTE BONUS: Bang Guard 
INITIALLY LEAR NY BY: 

■M 


1SPELLS/AB1 tlTIES 

(SKILL POINTSI 

SPELL: Zapple 

4 

SPELL: Magic Barrier 

8 

ABILITY: C-C-Ccld Breath 

15 

SPELL: Kazap 

23 

ABILITY: Wave ol Relief 

33 

ABILITY: Scorch 

45 

ABILITY: Magic Burst 

70 

ABILITY: Gigagasft 

100 


INITIALLY LEAR NT BY: 56 Dragovian lord 


ikii 


SPEUS/ABIUTIES 


SKILL PO NTS 


SPELL Zapple 


SPELL: Zap 
SPELL: Oomph 
ABILITY: Lightning Slash 
SPELL Spark 
SPELL Zapple 
SPELL: Sag 
ABILITY: Lightning 
ATTRIBUTE BONUS: Lightning 
Guard 

INITIALLY LEARNT BY: 201 Wuffspade 


ABILITY: Lightning 

ABILITY: Thunderbolt Slash 

23 

33 

ABILITY: Lightning Storm 

45 

SPELL: Kazap 

GO 

SPELL: Kasag Mmi 

70 

ATTRIBUTE BONUS: Lightning 
Guard 

35 

ATTRIBUTE BONUS: Zap Guard 

. INITIALLY LEARNT BY; - 

100 



(SPELLS/ABILITIES 

SKILL POINTSI 

SPELL: Kafizzle 

4 

SPELL: Fullheal 

9 

ABILITY: Cold Blizzard 

19 

ABILITY: Inferno 

29 

ABILITY- Spooky Aura 

44 

ABILITY: Wave of Panic 

GO 

ABILITY: C-C-Cold Breath 

m 

ABILITY: Scorch 

100 

INITIALLY LEARNT BY: 55 Dragonlord 


mm minim — 

, ABILITY: Chilly Breath 

SKILL POINTS) 1 

SPELL: Whack 

20 

ABILITY: Critical Miss 

30 

ABILITY: Cold Blizzard 

40 

SPELL Magic Frailty 

55 

ABILITY; [incarnate 

70 

SPELL Thwack 

85 

ABILITY: C-C-Cold Breath 

I INITIALLY LEARNT BY: 83 Leopold 

100 


ISPELLS/ABILITIES 

SKILL POINTSI 

SPELL: Bang 

:MHi 

ABILITY; Stone's Threw 

12 

SPELL: Buff 

18 

ABILITY: Bomb Slash 

2G 

SPELL; Boom 

38 

SPELL; Sap 

48 

ABILITY: Boulder Bash 

fifll 

ATTRIBUTE BONUS; Earth Guard 
t INITIALLY LEARNT flY; 203 Cluboon 

75 





































































































Dhoulmagus 





ABILITY; War Cry 
ABILITY: Bemusing Breath 
SPELL: Bounce 
ABILITY; Disruptive Wave 
SPELL: Kaswoosh 
SPELL Kacrac 
SPELL: Kamikszee 
SPELL Kasag 
amTiALLV LEAflWT BY, 112 Dhoulmagus 


SPELLS/ABILITIES 


SKILL POINTS 


ABILITY: Double-edged Siasli 

1 

1 ABILITY: Multislash 

11 

ABILITY: Spooky Aura 

19 ■ 

SPELL: Kacrack 

31 

SPELL: Kazam 

43 

ABILITY: Assassin's Stab 

5B 

ABILITY: Wave of Panic 

70 ■ 

ABILITY: Disruptive Wave 

INITIALLY LEVANT EY: 144 Estark 

100 


[ Captain Crow 

”7 

liSPELLS/ABILITlES 

SKILL POINTSl 

* ABILITY: Penny Pincher 4 

1 ABILITY; Kfepto Clobber 

8 

ABILITY: Blinding Blow 

13 

ABILITY: Multislash 

23 

ABILITY: Thunderbolt Slash 

35 

ABILITY: Gigaslash 

55 

ABILITY: Gigagash 

85 

\ TRAIT; Master of Weapons 

100 

| INITIALLYLEAflNT BY: 195 Captain Crow 



SPELL: Fullheal 
SPELL: Give Magic 
ABILITY: Mist Me 
SPELL: Magic Barrii 
SPELL: Multihcal 
SPELL: Kazing 
ABILITY: Wave of Relief 
SPELL: Omniheal 


Rhapthorne 


1 


SPELLS/ABILITIES 


SPELL: OrailLl 
SPELL: Katfim 
SPELL: Kasrrooze 
SPEU: Clang 
ABILITY: Spooky Aura 
ABILITY: Cold Blizzard 
SPELL: Ka swoosh 


ISKILL POINTS 


H 

10 

18 

30 

40 

50 


ij ABILITY: Death Dance 

L INITIALLY LURU BY: 113 RJiapthorr 

1DD 

ie 


--^ 

_ 

USPELLS/ABILITIES 

MHIIliMIHM 

ABILITY: Blowback 

ms mm 

1 SPELL: Raping 

ABILITY: Spooky Aura 

ABILITY: Deep Breath 

10 

20 

ABILITY; Inferno 

35 

SPELL: Kafrizz 

SO 

SPELL: Kaboom 

65 

ABILITY: Scorch 

80 

ABILITY: Disruptive V/ave 

„ INITIALLY LEARNT BY: 111 Nimzo 

100 


Uber Dark Dynamiter 



SKILL POINTSl 

SPELL; Kafrizz 

-S1J 

SPELL: Kazam 

a 

SPELL: Kaboom 

■ 

ABILITY: Interne Slash 

22 

ABILITY: Bias! Slash 

31 | 

ABILITY: Shadow Slash 

40 

SPELL: Kafrizzle 

60 

SPELL: Kazammle 

80 

SPELL: Kaboomle 

100 


Uber Breath 



[SKILL POINTS] 

ABILITY: Sweet Breath 


ABILITY: Blowback 

11 

ABILITY: Venom Breath 

19 

ABILITY: Bemusing Breath 

27 

ABILITY: Deep Breath 

35 

ABILITY: Burning Breath 

45 

1 ABILITY: Scorch 

60 

ABILITY: C-C-Cold Breath 

75 

ATTRIBUTE BONUS: Gobstopper 
Guard 

IDO 


1SPELLS/ABILITIES 

SKILL PDINTSl 

SPELL: Acceleratle 

8 

SPELL: Kabuff 

16 

SPELL: Decelerate 

24 

SPELL: Kasap 

32 

SPELL: Kaping 

47 

SPELL: Oomphle 

62 

SPELL: Kadim 

80 

SPELL: Kasag 

100 


- 1 

(SPELLS/ABILITIES 

|5KILLP0INTS| 

SPELL: Dazzle 


i ABILITY: Sweet Breath 

8 

ABILITY: Spooky Aura 

12 

ABILITY: Shadow Slash 

20 

ABILITY: C-C-Cold Breath 


ABILITY: Disruptive Wave 

51 

SPELL: Kazammle 

73 

i SPELL: Ka boom le 100 

1 INITIALLY LEARNT BY: 114 Rhapthorne !2n : form 




ABILITY: Dazzleflash 
ABILITY: Venom Breath 
ABILITY: Burning Breath 
ABILITY: Meditation 
ABILITY; Inferno 
SPELL: Kaboom 
SPELL Kazam 


1 


Ml 


SKILL POIN 


10 

20 

30 

40 

55 


70 


ABILITY: Disruptive Wave 100 

INITJALLYLEAfiNTBY: 172 Mortamor 


u&JJJJpr Blessed Blizzar 


SPELLS/ABILITIES 


SKILL POINTS 



L: Kaswoosh 
SPELL: Kazap 
SPELL: Kacrack 
ABILITY; Gale Slash 
ABILITY: Sacred Slash 
ABILITY: Blizzard Slash 
SPELL Kaswooshle 
SPELL: Kazappie 8D 

SPELL: Katrackie 100 


22 

31 

40 


Uber Knight 


iiiiMiiiinnii^^Miiimiinn 

ABILITY: Inferno Slash 0 


ABILITY: Blast Slash 
ABILITY: Gale Slash 
ABILITY; Thunderbolt Slash 
ABILITY; Blizzard Slash 
ABILITY: Sacred Slash 
ABILITY: Shadow Slash 
ABILITY: Gigaslasli 
ABILITY: Gigagash 


1G 

24 

32 

40 

48 

56 

76 

1GD 



SPELLS/ABILJTIES 


SPELL: SsiODZe 
SPELL: Drain Magic 
SPELL: Kafizzle 
SPELL: Dazzle 


SPELL; Kasnooze 
SPELL: Peddle 
SPELL: Magic Frailty 
SPELL: Kafuddle 


SKILL POINTS 


16 

25 

35 

45 


GO 

70 


80 

100 



















































































































































ffspade III 


ISPELLS/ABILITIES 

SKILL POINTS 

1 ABILITY: Critical Miss 

10 

SPELL Kafuddle 

20 

ABILITY: Counter 

32 

ABILITY: Follow Suit 

42 

SPELL: Kamikazee 

■1 55 I 

SPELL: Oomphle 

70 

SPELL: Kasag 

■ 85 

SPELL: Kerplunk 

100 



ISPELLS/ABILITIES 

■WHIM 

SPELL: Crackle 

■| 5 

SPELL: Boom 

10 

ABILITY: Dazzleflash 

20 

ABILITY: Disruptive Wave 

30 

SPELL; Kacrack 40 

SPELL: Kabonm 

so 

ABILITY: Gigaslash 

70 

SPELL: Magic Burst 

10D 

INITIALLY LEARNT BY: 20S Diamagon ace 




SPELLS/ABILITIES 


I SKILL POINT 


SPELL: Heal 4 

SPELL: Zing 12 

SPELL Midheal 20 

SPELL: Multiheal 29 

ABILITY: Wave of Relief 44 

SPELL: Reheal 58 

SPELL: Fullheal 88 

SPELL: Kazing 80 

SPELL: Omniheal 100 

iHiTI ALLY LEARNT BY: 206 Hawkhart ace 



7 


ISPELLS/ABILITIES 

SKILL PQINTSI 

ABILITY: Heim Splitter 

8 

ABILITY: Blinding Blow 

13 

ABILITY: Hatchet Man 

■ 18 

ABILITY: Multislash 

28 

ABILITY: Assassin’s Stab 

38 

ABILITY: Gigastash 

53 

ABILITY: Gigagasti 

75 

ATTRIBUTE BONUS: Dazzle 

Guard 

100 

L INITIALLY LEARNT BY: 207 Cluboon ace 



ISPELLS/ABILITIES 

SKILL POINTS! 

ABILITY: War Cry 

10 

SPELL: Clang 

1G 

ABILITY: Meditation 

26 

ABILITY; Wave of Panic 

40 

SPELL: Kaza ramie 

54 

ATTRIBUTE BONUS: Decelerate 

64 

Guard 


ATTRIBUTE BONUS: Gobstopper 

74 

Guard 


SPELL: Ka sag 

86 

ABILITY: Lightning Storm 

100 

INITIALLY LEARNT BY: 200 Dr Snapped 



SPELLS/ABILITIES 


SKILL PTS 


ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 


BONUS: 

BONUS: 

BONUS: 

BONUS: 

BONUS: 

BONUS: 

BONUS: 


Attach +3 
Maximum HP +5 
Attack +3 
Maximum HP +10 
Attack +5 
Maximum HP +10 
Attack +5 


14 

20 

29 

38 

5B 


£>wttack Boost 


SPELLS/ABILITIES 


ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 

ATTRIBUTE 


BONUS: 

BONUS: 

BONUS: 

BONUS: 

SONUS: 

BONUS: 

BONUS: 

BONUS: 

BONOS: 



SKILL PTS 


Attack +5 
Maximum HP +10 
Attack +5 
Maximum HP +10 
Attack+5 
Maximum HP +10 
Attack +10 
Maximum HP +10 
Attack +10 


14 

20 

28 

36 

48 

60 

75 


SPELLS/ABILITIES 


SKILL PTS 


ATTRIBUTE BONUS; 
ATTRIBUTE BONUS; 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS; 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS 
ATTRIBUTE BONUS; 


Attack +10 
Maximum HP +10 
Attack+10 
Maximum HP +10 
Attack +10 
Maximum HP +20 
Attack +20 
Maximum HP+20 
: Attack +20 
: Sag Guard 


13 

IB 

27 

36 

48 

60 

75 

100 



ce Boost 


Jsom U:+ Defence Boost ll 


in 


SPELLS/ABILITIES 


ATTRIBUTE BONUS: Defence +5 4 

ATTRIBUTE BONUS: Maximum HP +10 8 

ATTRIBUTE BONUS: Defence +5 14 

ATTRIBUTE BONUS: Maximum HP +10 20 

ATTRIBUTE BONUS: Defence +10 29 

ATTRIBUTE BONUS: Maximum HP +10 38 

ATTRIBUTE BONUS: Defence +10 50 

INITIALLY LEARNT &Yl Pjartypunk, Scorpion 



ISPELLS/ABILITIES 

SKILL PTS 

ATTRIBUTE BONUS: Defence+10 

4 

1 ATTRIBUTE BONUS: Maximum HP +20 

8 

ATTRIBUTE BONUS: Defence+10 

14 

ATTRIBUTE BONUS: Maximum HP +20 

n 

ATTRIBUTE BONUS; Defence +20 

28 

ATTRIBUTE BONUS; Maximum HP+20 

36 

ATTRIBUTE BONUS; Defence +20 

48 

ATTRIBUTE BONUS: Maximum HP+20 

GO 

ATTRIBUTE BONUS: Defence+20 

75 

L_J 


Defence Boost 



ISPELLS/ABILITIES 

SKILL PTS 

ATTRIBUTE BONUS; Defence +20 

4 

ATTRIBUTE BONUS: Maximum HP +20 

8 

ATTRIBUTE BONUS: Defence+20 

13 

ATTRIBUTE SONUS: Maximum HP +20 

18 

ATTRIBUTE BONUS: Defence +20 


ATTRIBUTE BONUS: Maximum HP +20 

36 

ATTRIBUTE SONUS: Defence +20 

48 

ATTRIBUTE SONUS: Maximum HP +20 

60 

ATTRIBUTE SONUS: Defence+20 

75 

ATTRIBUTE BONUS: San Guard 

m 

1__3 















































































j ; Agility Boost -j 

Agility Boost II 

i 

ISPELLS/ABIL1T1ES 

! SKILL PTS 


ISPELLS/ABILITIES 


ATTRIBUTE BONUS: Agility +5 

4 


ATTRIBUTE BONUS: Agility+10 

SKILL PTSj 

ATTRIBUTE BONUS: Maximum HP +10 

a 


ATTRIBUTE BONUS: Maxim urn HP +20 

8 

ATTRIBUTE BONUS: Ability +5 

■■ 


ATTRIBUTE BONUS: Agility+10 

mi4 g 

ATTRIBUTE BONUS: Maximum HP +10 

20 


ATTRIBUTE BONUS: Maximum HP +20 

20 

ATTRIBUTE BONUS: Agility+10 

29 


ATTRIBUTE BONUS: Agility +20 

20 

ATTRIBUTE BONUS: Maximum HP +10 

38 


ATTRIBUTE BONUS: Maximum HP+20 

36 

ATTRIBUTE BONUS: Agility +10 

50 


ATTRIBUTE BONUS: Agility +20 

46 

[ INITIALLY LEARNT BY: Dracky, Bubble slime 


ATTRIBUTE BONUS: Maximum HP+20 

80 




ATTRIBUTE BONUS: Agility+20 

75 



m ? 

ISPELLS/ABILITIES 

[SKILL PTS 

ATTRIBUTE BONUS: Agility +25 


ATTRIBUTE BONUS: Maximum HP +20 

8 

ATTRIBUTE BONUS: Agility +20 

13 

ATTRIBUTE BONUS: Maximum HP +20 

18 

ATTRIBUTE BONUS: Agility +20 

27 

ATTRIBUTE BONUS: Maximum HP+20 

36 

ATTRIBUTE BONUS: Agility+20 

40 

ATTRIBUTE BONUS: Maximum HP +20 

69 

ATTRIBUTE BONUS: Agility +20 

75 

ATTRIBUTE BONUS: Decelerate Guard 

100 


r Wisdom Boost 

i 

ISPELIS/ABILITIES 

SKILL PTSI 

ATTRIBUTE BONUS: Wisdom +5 

4 

' ATTRIBUTE BONUS; Maximum MP +10 

m 

ATTRIBUTE BONUS: Wisdom +5 


ATTRIBUTE BONUS: Maximum MP +10 

20 

ATTRIBUTE BONUS: Wisdom +10 

■129 

ATTRIBUTE BONUS: Maximum MP+10 

38 

ATTRIBUTE BONUS: Wisdom +10 

50 

INITIALLY LEARNT BY: Lips r Imp 



ATTRIBUTE BONUS: Wisdom +10 
ATTRIBUTE BONUS; Maximum MP+20 
ATTRIBUTE BONUS: Wisdom +10 
ATTRIBUTE BONUS: Maximum MP +20 
ATTRIBUTE BONUS: Wisdom +20 
ATTRIBUTE BONUS: Maxwirr- MP h 20 
ATTRIBUTE BONUS: Wisdom +20 
ATTRIBUTE BONUS: Maximum MP +20 
ATTRIBUTE BONUS: Wisdom +20 


ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 


Wisdom +20 
Maximum MP+20 
Wisdom +20 
Maximum MP+20 
Wisdom +20 
Maximum MP +20 
Wisdom +20 
Maximum MP +20 
Wisdom +20 
Dim Guard 


SKILL PTS 


100 



7 


ISPELLS/ABILITIES 

SKILL PTSI 

ATTRIBUTE BONUS: Wisdom +5 

■■ 

ATTRIBUTE BONUS: Maximum HP +10 

9 

ATTRIBUTE BONUS: Wisdom +10 

»— 

ATTRIBUTE BONUS: Maximum MP +10 

22 

! ATTRIBUTE BONUS: Frizz Guard 

42 

TRAIT: Magic Miser 

52 

ATTRIBUTE BONUS: Maximum HP+10 

■ 64 

ATTRIBUTE BONUS: Frizz Guard 

76 

TRAIT: Magic Scrooge 

1 GO 

l __:_! 



i---1 

ISPELLS/ABILITIES 

SKILL PTS 

ATTRIBUTE BONUS: Wisdom +5 


ATTRIBUTE BONUS: Attack +10 

9 

ATTRIBUTE BONUS: Wisdom +10 

15 

ATTRIBUTE BONUS: Maximum MP +10 
ATTRIBUTE BONUS: Bang Guard 

22 

42 

TRAIT: Magic Miser 

52 

ATTRIBUTE BONUS: Maximum HP +10 

64 

ATTRIBUTE BflNU5:Bang Guard 

7B 

TRAIT: Magic Scrooge 

109 

i---_- j 



ISPELLS/ABILITIES 

SKILL PTSI 

ATTRIBUTE BONUS: Wisdom +5 


ATTRIBUTE BONUS: Attack+10 

9 

ATTRIBUTE BONUS: Wisdom +10 

15 

ATTRIBUTE BONUS: Maximum MP +10 

22 

ATTRIBUTE BONUS: Woosh Guard 

42 

TRAIT: Magic Miser 

52 

ATTRIBUTE BONUS: Maximum HP+10 

64 

ATTRIBUTE BONUS: Woosh Guard 

76 

TRAIT: Magic Scrooge 

100 



ISPELLS/ABILITIES 

[SKILL PTSj 

ATTRIBUTE BONUS: Wisdom +5 


ATTRIBUTE BONUS: Attack +10 

9 

ATTRIBUTE BONUS; Wisdom +10 

■115 

ATTRIBUTE BONUS: Maximum IV!P +10 

22 

ATTRIBUTE BONUS: Crack Guard 

42 

TRAIT: Magic Miser 

52 

ATTRIBUTE BONUS: Maximum HP +10 

64 

ATTRIBUTE BONUS: Crack Guard 

76 

TRAIT: Magic Scrooge 

100 



7 


ISPELLS/ABILITIES 

mmtA 

ATTRIBUTE BONUS: Wisdom +5 

4 

\ ATTRIBUTE BONUS: Attack+10 

9 

ATTRIBUTE BONUS: Wisdom +10 

or? 

ATTRIBUTE BONUS: Maximum MP+1Q 

22 

ATTRIBUTE BONUS: Zap Guard 

42 

TRAIT: Magic Miser 

52 

ATTRIBUTE BONUS: Maximum HP+10 

64 

ATTRIBUTE BONUS: Zap Guard 

76 

TRAIT: Magic Scrooge 

100 

INITIALLY LEARNT BY: 12 Angel Slime 



|H|zam Ward 


ISPELLS/ABILITIES 


ATTRIBUTE BONUS: Wisdom +10 

SKILL PTSj 

ATTRIBUTE BONUS: Attack i 10 

9 

ATTRIBUTE BONUS: Wisdom+10 

■■ 

ATTRIBUTE BONUS: Maximum MP +10 

22 

ATTRIBUTE BONUS: Zam Guard 

42 

TRAIT: Magic Miser 

52 

ATTRIBUTE BONUS: Maximum. HP +10 

64 

RESISTANCE: Zam Guard 

76 

; TRAIT: Magic Scrooge 

100 


193 



































































































Water Ward 


7 


fl-1 

■SPELLS/ABILITIES 

SKILL PTS 

ATTRIBUTE BONUS: Maximum HP +10 

4 

ATTRIBUTE BONUS: Defence +5 

9 

ATTRIBUTE BONUS: Maximum MP +29 

15 

ATTRIBUTE BUNUS: Wisdom +5 

22 

ATTRIBUTE BONUS: Water Guard 

umm 

ATTRIBUTE BONUS; Maximum HP +10 

52 

TRAIT: Magic Miser 

64 

ATTRIBUTE BONUS: Water Guard 

76 

TRAIT: Magic Scrooge 

100 


rgi\; Thunder Ward 


i ■ ■* ■ _ • 


SPELLS/ABILITIES 


SKILL PTS 


ATT1 
ATTRI 
ATTSI 
ATTHli 
ATTflil 
ATTRI 
TRAIT: Magic Miser 
ATTRIBUTE BONUS: Lightning Guard 
TRAIT: Magic Scrooge 



:ack +5 
ility +5 

iximum HP +10 
lintum MP +20 
. titnmjj Guard 
:ack +5 


4 

9 

15 

22 

42 

52 

m 

76 

100 


SPELLS/ABILITIES i SKILL PTS 


ATTRIBUTE BONUS: Maximum MP+10 
ATTRIBUTE BONUS: Attack +5 9 

ATTRIBUTE BONUS: Wisdom +10 IS 

ATTRIBUTE BONUS: Maximum HP +10 22 

ATTRIBUTE BONUS: Fire Guard 42 

ATTRIBUTE BONUS: Maximum MP+20 52 

TRAIT: Magic Miser 64 

ATTRIBUTE BONUS: Fire Guard 7G 

TRAIT: Magic Scrooge 100 


X?f Earth Ward 


f--1 

ISPELLS/ABILITIES 

SKILL PTS 

ATTRIBUTE BONUS: Defence+10 4 

ATTRIBUTE BONUS: Attack+10 

9 

ATTRIBUTE BONUS: Maximum HP +10 

H15 

ATTRIBUTE BONUS: Maximum MP+10 

22 

ATTRIBUTE BONUS: Earth Guard 

[HUH 

ATTRIBUTE BONUS: Defence +5 

52 

TRAIT: Magic Miser 

G4 

ATTRIBUTE BONUS: Earth Guard 

76 

TRAIT: Mae ; c Scrooge 

10D 

[ INITIALLY LEARNT BY; 71 Treeface 


v{%}Fire Breath Ward 


SPELLS/ABILITIES I SKILL PTS 


ATTRIBUTE BONUS: Maximum HP +10 4 

ATTRIBUTE BONUS: Attack+10 9 

ATTRIBUTE BONUS: Maximum HP +10 IS 

ATTRIBUTE BONUS: Maximum MP+10 22 

ATTRIBUTE BONUS; Fire Breatti Guard 42 

ATTRIBUTE BONUS: Attack+5 52 

TRAIT: Magic Miser ' 64 

ATTRIBUTE BONUS: Fire Breatti Guard 76 

TRAIT: Magic Scrooge 100 


cj?v; Ice Breath Ward 


SPELLS/ABILITIES 


ATTRIBUTE BONUS: Maximum HP +10 
ATTRIBUTE BONUS: Defence +10 
ATTRIBUTE BONUS; Maximum HP +10 
ATTRIBUTE BONUS: Maximum MP +10 
ATTRIBUTE BONUS: Ice Breath Guard 
ATTRIBUTE BONUS: Defence +5 
TRAIT: Magic Miser 
ATTRIBUTE BONUS: Ice Breath Guard 
TRAIT: Magic Scrooge 


SKILL PTS 


22 

42 

52 

G4 

76 

IDO 



7 


SPELLS/ABILITIES SKILL PTS 


ATTRIBUTE BONUS; Maximum HP +10 4 

ATTRIBUTE BONUS: Maximum MP +20 ID 

ATTRIBUTE BONUS: Maximum HP+10 19 

ATTRIBUTE BONUS: Maximum HP +10 29 

ATTRIBUTE BONUS: Whack Guard 54 

ATTRIBUTE BONUS: Whack Guard 70 

TRAIT; Ste a dy Recovery T 0 0 


nujtJ, Dazzle Ward 


SPELLS/ABILITIES I SKILL PTS 


ATTRIBUTE BONUS: Maximum MP +10 4 

ATTRIBUTE BONUS: Dazzle Guard 10 

ATTRIBUTE BUNUS: Dazzle Guard 11 

ATTRIBUTE BONUS: Maximum HP +10 29 

ATTRIBUTE BONUS: Dazzle Guard 5$ 

ATTRIBUTE BONUS: Maximum MP ■ 10 70 

TRAIT: Magic Regenerator 1 DO 



Poison Ward 



SPELUS/ABILET1ES i SKILL PTS 


ATTRIBUTE BUNUS; Maximum HP +10 4 

ATTRIBUTE BONUS: Maxi m m MP +20 ID 

ATTRIBUTE BONUS: Maximum HP +19 19 

ATTRIBUTE BONUS: Poison Guard 29 

ATTRIBUTE BONUS: Poison Guard 54 

ATTRIBUTE BONUS; Maximum HP +10 70: 

TRAIT: Steady Recovery 10D 


^ Drain Magic Ward j 

ISPELLS/AB ILIT1ES 

SKILL PTSl 

ATTRIBUTE BONUS: Maximum MP+10 

ATTRIBUTE BONUS: Drain Magic 
! Guard 

10 

ATTRIBUTE BONUS: Maximum MP + 10 
ATTRIBUTE BONUS: Agility+10 

1^1 5 

ATTRIBUTE BONUS: Drain Magic 

Guard 


ATTRIBUTE BONUS: Maximum MP+10 

70 

TRAIT; Magic Scrooge 

100 

| INITIALLY LEARNT 182 Flyguy 


]0. Antimagic Ward 


t . 


1 SPELLS/ABILITIES 

SKILL PTSl 

ATTRIBUTE BONUS: Maximum MP +10 

4 

ATTRIBUTE BONUS: Fizzle Guard 

10 

ATTRIBUTE BONUS: Maximum MP +10 

mzm 

ATTRIBUTE BONUS: Wisdom +10 

29 

ATTRIBUTE BONUS; Fizzle Guard 


ATTRIBUTE BONUS; Maximum MP+10 

70 

TRAIT: Magic Regenerator 

100 


jGobstopper Ward 


7 


ATTRIBUTE BONUS: Maximum HP +10 
ATTRIBUTE BONUS: Gobstopper Guard 
ATTRIBUTE BONUS: Maximum HP +10 
ATTRIBUTE BONUS: Agility +10 
ATTRIBUTE BONUS: Gobstopper Guard 
ATTRIBUTE BONUS: Maximum HP+10 
TRAIT: Steady Recovery 


SKILL PTS 


4 

ID 


29 

54 

7D 

100 















































































lisPELLS/ABILITIES 

SKILL PTS 1 

ATTRIBUTE BONUS.- Agility+10 

4 

ATTRIBUTE BONUS: Ban Dance Guard 

10 

ATTRIBUTE BONUS: Ban Dance Guard 

19 

ATTRIBUTE BONUS: Ban Dance Guard 

29 

ATTRIBUTE BONUS: Ban Dance Guard 

54 

ATTRIBUTE BONUS: Agility +10 

70 

TRAIT: Able Ambusher 

UNiriALLV LEARNT BY- 153 Dancing Devil 

100 



IlSPELLS/ABILITIES 


ATTRIBUTE BONUS: Maximum HP + 1Q 


ATTRIBUTE BONUS: Confusion Guard 

10 

ATTRIBUTE BONUS: Maximum HP +10 


1 ATTRIBUTE BONUS: Defence +10 


ATTRIBUTE BONUS: Confusion Guard 

mm 

ATTRIBUTE BONUS: Maximum HP +10 

70 

TRAIT: Able Ambusher 

INITIALLY LEARNT BY: 155 Lesser Demon 

TOO 


© 7 

IlSPELLS/ABILITIES 


ATTRIBUTE BONUS: Maximum HP +10 

SKILL PTSj 

ATTRIBUTE BONUS: Inaction Guard 

TO 

ATTRIBUTE BONUS: Inaction Guard 

19 

ATTRIBUTE BONUS: Maximum HP +10 

29 

ATTRIBUTE BONUS: Inaction Guard 

54 , 

ATTRIBUTE BONUS: Defence+ 10 

70 

TRAIT: Abie Ambusher 

100 



SPELLS/ABILITIES 


ATTRIBUTE BONUS: Maximum HP +10 
ATTRIBUTE BONUS: Paralysis Guard 
ATTRIBUTE BONUS: Paralysis Guard 
ATTRIBUTE BONUS: Maximum HP +10 
ATTRIBUTE BONUS: Para-ysis Guard 
ATTRIBUTE BONUS: Defence- +10 
TRAIT: Steady Recovery 


SKILL PTS 


4 

10 

19 

29 

54 

70 

100 


SPEUS/ABILFTIES 


ATTRIBUTE BONUS: Maximum HP+10 
ATTRIBUTE BONUS: Sleep Guard 
ATTRIBUTE BONUS: Maximum HP +10 
ATTRIBUTE BONUS: Agility +10 
ATTRIBUTE BONUS: Sleep Guard 
ATTRIBUTE BONUS: Maximum HP +10 
TRAIT: Able Ambusher 


SKILL PTS 



®ljuber Health Boos 

^+- " • 

■ 

ISPELLS/ABILITIES 

IIHHIIHM 

ATTRIBUTE BONUS: Maximum HP +1Q 

10 

i ATTRIBUTE BONUS: Maximum HP +20 

20 

ATTRIBUTE BONUS: Maximum HP +10 

30 

ATTRIBUTE BONUS: Maximum HP +20 

40 

ATTRIBUTE BONUS: Maximum HP +10 

50 

ATTRIBUTE SONUS: Maximum HP +20 

GO 

ATTRIBUTE BONUS: Maximum HP +10 

70 

ATTRIBUTE BONUS: Maximum HP +20 

BO 

ATTRIBUTE BONUS: Maximum HP +10 

30 

ATTRIBUTE BONUS: Maximum HP +20 

100 


^ Uber Magic Boos) 

H 

ISPELLS/ABILITIES 

MUM 

ATTRIBUTE BONUS: Maximum MP +20 
ATTRIBUTE BONUS: Max mini MP +?0 
ATTRIBUTE BONUS: Maximum MP +20 
ATTRIBUTE BONUS: Maximum MP +20 

ID 

20 

40 

ATTRIBUTE BONUS: Maximum MP +20 

5fl 

ATTRIBUTE BONUS: Maximum MP +20 

so 

ATTRIBUTE BONUS: Maximum MP +20 

70 

ATTRIBUTE BONUS: Maximum MP +20 

m 

ATTRIBUTE BONUS: toamun MP I/O 
ATTRIBUTE BONUS: Maximum MP +20 

90 

TOO 


. liber Attack Boosl 

i 

IlSPELLS/ABILITIES 

SKILL PTSl 

ATTRIBUTE BONUS: Attack +1(1 

10 

ATTRIBUTE BONUS: Attack+20 
ATTRIBUTE BONUS: Attack+10 

2D 

30 

ATTRIBUTE BONUS: Attack +20 

40 

ATTRIBUTE BONUS: Attack+10 

mm 

ATTRIBUTE BONUS: Attack +20 
ATTRIBUTE BONUS: Attack +10 

60 

70 

ATTRIBUTE SONUS: Attack +20 

BO 

ATTRIBUTE BONUS: Attack+10 
ATTRIBUTE BONUS: Attack +20 

90 j 

190 



er Defence Boost 


IlSPELLS/ABILITIES 

IIMIIIdM 

ATTRIBUTE BONUS; Defence +20 

IQ 

ATTRIBUTE BONUS: Defence +20 

20 

; ATTRIBUTE BONUS: Defence +2D 

ATTRIBUTE BONUS: Defence+20 

30 

40 

ATTRIBUTE BONUS; Defence+20 

50 

ATTRIBUTE BONUS: Defence +20 

60 

ATTRIBUTE BONUS: Defence +20 

70 

ATTRIBUTE BONUS: Defence +20 

ao 

ATTRIBUTE BONUS: Defence +20 

90 

ATTRIBUTE BONUS: Defence+20 

100 



SPELLS/ABILITIES 


ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS: 
ATTRIBUTE BONUS; 


Agility+20 
Agility +20 
Agility +20 
Agility +20 
Agility +20 
Agility +20 
Agility +20 
Agility+20 
Agility +20 
Agility +20 


SKILL PTS 


IQ 

20 

30 

40' 

50 

GO 

70 

SO 

90 

100 


F Uber Wisdom Boost j 

- - 

| 

IlSPELLS/ABILITIES 

(SKILL PTSl 

[ ATTRIBUTE BONUS: Wisdom +20 10 

ATTRIBUTE BONUS: Wisdom +20 

20 

ATTRIBUTE BONUS: Wisdom +20 

30 

ATTRIBUTE BONUS: Wisdom +20 

40 

ATTRIBUTE BONUS.-Wisdom +20 

5D 

ATTRIBUTE BONUS; Wisdom+20 

GO 

ATTRIBUTE BONUS: Wisdom +20 

70 

ATTRIBUTE BONUS: Wisdom +20 

80 

ATTRIBUTE BONUS: Wisdom +20 

90 

ATTRIBUTE BONUS: Wisdom +20 

1GQ 


l Uber Heat Ward 


IlSPELLS/ABILITIES 

SKILL PTS 

ATTRIBUTE BONUS: Maximum HP +20 


ATTRIBUTE BONUS; Maximum MP +20 

10 

ATTRIBUTE BONUS: Maximum HP +30 

30 

ATTRIBUTE BONUS: Maximum MP +30 

50 

ATTRIBUTE BONUS: Friz; Guard 

70 

■ ATTRIBUTE BONUS: Fire Breath Guard 

100 






































































ber Cold Ward 


7 



ISPELLS/ABILITIES 

SKILL PTS 

ATTRIBUTE BONUS: Maximum HP +20 

■m 

ATTRIBUTE BONUS: Maximum MP +20 

10 

ATTRIBUTE BONUS: Maximum HP+30 

3§ 

ATTRIBUTE BONUS: Maximum MP +30 

50 

ATTRIBUTE BONUS: Zap Guard 

70 

ATTRIBUTE BONUS: Zam Guard 

t_' 

100 



r 


ill 


t 



ISPELLS/ABILITIES 

SKILL PTS 1 

ABILITY: Heim Splitter 


ATTRIBUTE BONUS; Maximum HP +10 

10 

ABILITY: Metal Slash 


ATTRIBUTE BONUS: Attack +10 

24 

ABILITY: Dragon Slash 

32 

ATTRIBUTE BONUS: Maximum HP +10 

40 

ABILITY: Multislash 

49 

ATTRIBUTE BONUS: Attack +L0 

59 

ABILITY: Hatchet Man 

70 

TRAIL Master of Weapons 

100 

i i 


SPELLS/ABILITIES 


SKILL PTS 


SPELL Swoosh ■■■■■■I 5 

ATTRIBUTE BONDS: Maximum MP+10 IB 

SPELL Frizzle 

ATTRIBUTE BONDS: Wisdom +10 24 

cpci I. CVflrlrlf) 9J 

ATTRIBUTE BONUS: Maximum MP +20 40 

SPELL: Boom 

ATTRIBUTE BONUS; Wisdom +10 59 

SPELL: Kafizrle 70 

TRAIT: Magic Regenerator 100 




SPELLS/ABILITIES 


SKILL PTS 


SPELL Heal 

ATTRIBUTE BONUS: Maximum MP +10 
SPELL: Squelch 

ATTRIBUTE BONUS: Wisdom +5 
SPELL: Mital 

ATTRIBUTE BONUS: Maximum MP+10 
SPELL: Zin? ■■■■' 

ATTRIBUTE BONUS: Wisdom +20 


TRAIT: Magic Regenerator 


5 

10 

17 

24 

32 

40 

49 

59 

70 

TOO 


A03 Martial Artist 




SPELL: Ml 


ATTRIBUTE BONUS: Wisdom +20 


ABILITY: Wave of Relief 


TRAIT: Magic Scrooge 


I SPELLS/ABILITIES 



196 




































































LEARNING SKILLS 




YOU CAN ONLY LEARN CERTAIN SKILLS Or COMPLETING OR GETTING SC MANY POINTS IN A NUMBER OF OTHER SKILLS. THE FOLLOWING TA8LE SHOWS HOW MANY POINTS TOU NEED IN THE SKILLS OH THE 
RIGHT TO EARN THE SKILL ON THE LEFT. IF WE DO NOT GIVE A NUMBER OF POINTS, IT MEANS TOO MUSTCOMPLETE THAT SKILL. 


49 FIREWINO SLASHES 

50 THUNDERWING SLASHES 

51 ICEPLQSiON SLASHES 

52 DARKLIGHT SLASHES 
59 HEALER 

61 CLEANSER 

129 UBER DARK DYNAMITER 


130 UBER BLESSED BLIZZAROJER 


131 UBER MAGE 


132 UBER BREATH 


135 UBER HELPFUL 


136 UBER CHARMER 


177 USER HEALTH BOOST 

178 UBER MAGIC BOOST 

179 UBER ATTACK BOOST 

180 (IBER DEFENCE BOOST 

181 UBER AGILITY BOOST 

182 USER WISDOM BOOST 

183 UBER HEAT WARD 

184 UBER COLD WARD 

185 UBER WINDBLAST WARD 

186 UBER OARKLIGHTWARD 


PTS NEEDED IN OTHER SKILLS 


53 FIRE FIGHTER (23 PTS) + 54 BOOM BOXER (18 PTS) + 55 WIND BLOWER (26 PTS) 
55 WIND BLOWER (26 PTS) + 58 DARK KNIGHT (11 PTS) +106 DRAGON LORE (64 PTS) 
55 WIND BLOWER (2B PTS) + 58 DARK KNIGHT(11 PTS) + 111WULFSPADE (18 PTS) 

54 BOOM BOXER (IB PTSJ + 56ICEME1STER (17 PTS) + 57 WHITE KNIGHT(12 PTS) 

55 WIND BLOWER (26 PTS) + 57 WHITE KNIGHT (12 PTS) + 58 DARK KNIGHT (11 PTS) 
61 CLEANSER + 81 CLEANSER 

59 HEALER + 59 HEALER 

3 FRIZZ A SANG III +125 ESTARK 

6 FRIZZ & WOOSH lit + 124 RHAPTHORNE (2ND FORM) 

9 FRIZZ & ZAP III + 124 RHAPTHORNE (2ND FORM) 

33 WOOSH & ZAM III + 126 
39 CRACK AZAM III+ 126 N1MZ0 
9 FRIZZ A ZAP III+ 122 DHOULMAGUS 
9 FRIZZ & ZAP III + 123 RHAPTHORNE 
21 BANG & ZAP HE+ 122 DHOULMAGUS 
21 BANG A ZAP III + 123 RHAPTHORNE 
27 WOOSH & CRACK III + 112 WULSPADEII 



27 WOOSH & CRACK III + 120 DRAGOMAN LORD 
38 WOOSH & ZAP III +116 DIAMAGON 
38 WOOSH & ZAP III + 125 ESTARK 

6 FRIZZ & WOOSH III + 36 CRACK & ZAP III + 124 RHAPTHORNE (2ND FORM) 

9 FRIZZ & ZAP III + 27 WOOSH A CRACK 111 +124 RHAPTHORNE (2ND FORM) 

129 USER DARK DYNAMITER + 130 UBER BLESSED BLIZZARDIER 
42 FIRE III + 45 ICE HI + 184 GRAVEHEART 
42 FIRE 111 + 45 ICE III + 79 BAD BREATH 

48 BREATH III+ 79 BAD BREATH 

79 BAD BREATH +119 DRAGONLORD 
79 BAD BREATH + 120 ORAGOVIAN LORD 
79 BAD BREATH +124 RHAPTHORNE (2ND FORM) 

49 FIREWINO SLASHES + 50 THUNDERWIND SLASHES + 51 ICEPLQSION SLASHES + 52 DARKLIGHT SLASHES 
49 FIREWINO SLASHES + 52 DARKLIGHT SLASHES +128 CAPTAIN CROW 

53 FIREFIGHTER + 54 BOOM BOXER + 55 WIND BLOWER + 56 ICEMEISTER +57 WHITE KNIGHT + 58 DARK KNIGHT 

97 CLERIC +140 CIUBOON III 

128 CAPTAIN CROW + 140 CLUBOON III 

59 HEALER + 60 CURE-ALL + 73 BOLSTERER 

59 HEALER + 61 CLEANSER + 97 CLERIC 

59 HEALER + 65 MAGE AID + EO CURE-ALL 

59 HEALER + 65 MAGE AID + 73 BOLSTERER 

59 HEALER + 65 MAGE AID + 74 BARRl^^^H^H 

59 HEALER + 65 MAGE AID + 85 CRUSADER 

60 CURE-ALL + 85 CRUSADER + 97 CLERIC 
62 CHAMPION + 63 DEFENDER +192 THIEF 

66 FORTIFIER + 67 ENFEEBLER + 68 SABOTEUR 
68 SABOTEUR + 192 THIEF 
78 HYPNOTIST+75 SEAL 


76 HYPNOTIST+ 78 FEAR-MONGER 

76 HYPNOTIST +9B COLD SLEEP 

76 HYPNOTIST +105 DIABOLiST 

76 HYPNOTIST +109 HIVE MEN01 

76 HYPNOTIST + 188 MAGE 

144 ATTACK BOOST III + 190 MARTIAL ARTIST 

153 WISDOM BOOST III+ 188 MACE 

144 ATTACK BOOST III + 187 WARRIOR 

147 DEFENCE BOOST III + 189PRIEST 

150 AGILITY BOOST III+ 192 THIEF 

153 WISDOM BOOST III +191 SAGE 

354 FRIZZ WARD + 164 FIRE BREATH WARD 

157 CRACK WARD + 165 ICE BREATH WARD 
155 BANG WARD + 156 WOOSH WARD 

158 ZAP WARD + 159 ZAM WARD 




























































































Attack Spells 


Attack Abilities 


SPELL 

DESCRIPTION 

MP USED 

Frizz Singes a single enemy with a small fireball. 

2 H 

Frizrie 

Bums a single enemy with a large fireball, 

4 

Kafrtoz 

Incinerates a single enemy with a huge fireball, 

10 ■ 

Kafrizzle 

Cremates a single enemy with an enormous 
fireball. 

30 

Bang 

Damages all enemies with a small explosion, 

s ■ 

Boom 

Engulfs all enemies in a large explosion, 


Kaboom 

Blasts ail enemies with a massive explosion, 

15 

Kaboomle 

Blasts all enemies with an incredibly violent 
explosion. 

45 

Woosh 

Flays all enemies with a small whirlwind, 

3 

SWQOSil 

Flays all enemies with a large whirlwind. 

Si 

Ka swoosh 

Flays all enemies with a mighty whirlwind. 

12 

Kaswocshie 

Crack 

Crackle 

Flays all enemies with a ferociously destructive 
whirl wind. 

36 

Pierces a single enemy with sharp icicles. 

3 

Pelts all enemies with sharp icicles. 

5 

Kacrack 

Rips into all enemies with a hail; of razor-sharp 
icicles. 

12 

Kacrackle 

Skewers all enemies with a barrage of razor-sharp 
icicles. 

36 

Zap 

Strikes a single enemy with holy lightning, 

4 

Z apple 

Strikes a single enemy with hallowed lightning. 

6 

Kazap 

Strikes a single enemy with sacred lightning. 

10 

Ka-zapple 

Strikes a single enemy with divine lightning. 

30 

Zam 

Strikes a single enemy with dark lightning. 

4 

Zammle 

Strikes a single enemy with hellish lightning. 

6 

Kazam 

Strikes a single enemy with abyssal lightning. 

10 

Kazammle 

Strikes a single enemy with stygian lightning. 

30 

Magic Burst 

Unleashes all remaining magic power in a 

Rest of MP 


ABILITY 

DESCRIPTION 

MPUSED 

Fire Breath 

Blows hot breath at all enemies. 

n 

Flame Breath 

Bfows fiery breath at all enemies. 

5 

Inferno 

Blows blazing breath at all enemies. 

12 

Scorch 

Blows scorching breath at all enemies. 

36 

Cool Breath 

Blows cool breath ai all enemies. 

3 

ChiJIy Breath 

Blows chilly breath at all enemies, 

5 

Cold Blizzard 

Blows cold breath at all enemies.12 


G-C-Coid Breath 

Blows f-f-fretting breath at all enemies. 

36 

Flame Slash 

Slices an enemy with a fieiy slash. 

2 

Inferno Slash 

Slices an enemy with a blazing slash. 

4 

Bomb Slash 

Slices an enemy with an explosive slash. 

2 

Blast Slash 

Slices an enemy with a devastating^ explosive 
slash. 

4 

Gust Slash 

Slices an enemy with a tailwind-inducing slash. 

i 

Gale Slash 

Slices an enemy with a howling wind slash. 

4 

Frost Slash 

Slices an enemy with a chilling slash, 

2 

Blizzard Slash 

Slices an enemy with a freezing slash. 

4 

Hallowed Slash 

Slices an enemy with a slash imbued with holy 
energy. 

1 

Sacred Slash 

Slices an enemy with a most divine slosh. 

4 

Gigaslasti 

A legendary technique for cutting down a single 
enemy. 

16 

Shade Slash 

Slices an enemy with a slash infused with dark 
energy. 

2 

Shadow Slash 

Slices an enemy with a hellishly dark slash. 

4 

Lightning Slash 

Slices an enemy with an electrically-charged 
slash. 

2 

Thunderbolt Slash 

Slices an enemy with an electrocuting slash. 

4 

Weakening Wallop 

An attack that car decrease the target's attack 
power, 

4 

Helm Splitter 

A skull-splitting smash that lowers an enemy's 
defence. 

0 

Slowing Slug 

An attack that can decrease the target's agility. 

4 

Stupefying Strike An attack that can decrease the target's wisdom. 

Hi 

Body Slam 

Deals heavy damage to the target and the user. 

1 

One-oMJne 

Reduces both the target and the user's HP to 1. 

1 

Assassin's Stab 

A technique that can sometimes fell an enemy 
with one blow, 

a 

Blinding Blow 

An attack that can decrease the target's accuracy. 

4 

Poisonous Poke 

An attack that can poison its target. 

2 

Venomous Volley 

An attack that can envenomate its target, 

4 

Breathtaking Bash 

An attack that can stop the target from using 
breat attacks. 

4 

























































































































































































PEUS AND ABILITY 

Status Ailment Spells 

■ | 


ABILITY 

DESCRIPTION 

MP USED 

Brea Into nee Beal 

An attack that can stop the target performing 
dancing attacks. 


4 

Battling Bonk 

Arr attack that can confuse its target. 

3 

Heart Breaker 

An attack that can cause the target to miss a 
turn. 

% 

Paralysing Punch 

An attack that an paralyse its target 

3 

Sleep Sock 

An attack that can put its target to sleep. 

l 

Metal Slash 

An attack that can damage enemies with metal 
bod ies. 

i 

Dragon Slash 

An attack that deals heavy damage to dragons. 

■■ 

[Incarnate 

An attack that deals heavy damage to Incarni. 

2 

Merc urialTh rust 

A lightning-fast strike that allows its user to 
attack first. 

2 

Hatchet Mao 

An unpredictable attack that can deal critical 
damage if it connects. 

3 

M tiffs lash 

Damages all enemies with a single slash. 

5 

Penny Pf richer 

An attack that can steal goSd coins as it inflicts 
damage. 

2 

Kleptp Clobber 

An attack that can steal an item as it inflicts 

0 

Double-edged 

Slash 

Deals massive damage to an enemy, but attacker 
takes some damage too. 

2 

Double Up 

Deals double damage while halving the user's 
defence for one turn. 

1 

Gigagash 

A legendary technique for cutting down all 
enemies. 

55 

Waterspout 

Sprays a powerful jet of water at a single enemy. 

5 

Geyser 

Blasts all enemies with a powerful jet of water. 

10 

Tidal Wave 

Overwhelms all enemies with a devastating 
deluge. 

32 

Spark 

Strikes a single enemy with lightning. 

6 

Lightning 

Strikes ail enemies with powerful lightning. 

10 

Lightning Storm 

Strikes all enemies with devastating thunder¬ 
bolts. 

32 

Singe 

Lightly tlambes a single enemy. 

5 

Sear 

Badly chars all enemies. 

10 

Cremate 

Consumes all enemies in a towering inferno. 

32 

Stone's Throw 

Hurls a rock at a single enemy. 

4 

Boulder Bash 

Pierces the enemy with deadly rocks. 


8 

Boulder Toss 

Hurls jagged rocks at all enemies. 

32 


SPELL 

DESCRIPTION 

MP USED 

Sag 

Decreases the attack of a single enemy. 

6 

Kasag 

Slightly decreases the attack of all enemies. 

id 

Sap 

Decreases the defence of a single enemy. 

3 

Kasap 

Slightly decreases the defence of ail enemies. 

4 

Decelerate 

Decreases the agility of a single enemy. 

3 

Decelerate 

Slightly decreases the agility of ail enemies. 

4 

Dim 

Decreases the wisdom of a single enemy. 

3 

Kadim 

Slightly decreases the wisdom of all enemies. 

4 

Magic Frailty 

Decreases all enemies' resistance to offensive, 
spells. 

4 

Dazzle 

Envelops all enemies in illusions. 

3 

Drain Magic 

Steals MP from a single enemy. 

0 

Fizzle 

Prevents a single enemy from using magic. 

1 

Kafizzle 

Prevents all enemies from using magic. 

3 

Fuddle 

Sends a single enemy into confusion. 

5 

Kafuddie 

Sends all enemies into confusion. 

IQ 

Snooze 

Puts a single enemy to sleep. 

3 

Kasnooze 

Puts all enemies into a deep sleep, 

8 

Poison Breath 

A t^ic cloud that can poison all enemies. 

3 

Venom Breath 

A deadly haze that can envenom ate all enemies. 

4 

Bemusing Breath 

A boisterous belch that can confuse all enemies. 

4 

Burning Breath 

A blistering burp that can paralyse ail enemies. 

mmm 

Sweet Breath 

A fragrant sigh that puts all enemies to sleep. 

3 

Weird Dance 

A dance that can decrease a single enemy's MR 

» 

Tap Dance 

A dance that can steal MPfrom a single enemy. 

0 

Fuddle Dance 

A dance that can confuse all enemies. 

4 

Sultry Dance 

A dance that Gan entice a single enemy to star! 
dancing. 

2 

Spooky Aura 

Reduces all enemies' resistance to magic. 

2 

Wave of Panic 

Impairs the attributes of a single enemy. 

7 

Sandstorm 

Kicks sand in the eyes of all enemies, reducing 
their accuracy. 

2 

Dazzteflash 

Emits a glaring light that reduces all enemies" 

2 


accuracy. 


Gobstopper 

Prevents a single enemy from using breath 
attacks. 

6 

Ban Dance 

Prevents a!! enemies from dancing. 

6 

Tongue Lashing 

Reduces a single enemy's defence with a lusty 
licki rig. 

4 

War Cry 

A hideous battle cry that paralyses all enemies 
with fear. 

3 

Critical Miss 

Prevents an enemy from landing critical hits. 

SB 

Disruptive Wave 

Removes all magical effects from all enemies. 

7 


Death Spells 


SPELL 

DESCRIPTION 

MPUSED | 

Whack 

A cursed incantation that can send a single 
enemy to the herafter. 

8 

Thwack 

A cursed incantation that can send all enemies 
to the he rafter. 

ii 

Kamikazes 

Sacrifices caster's own life in an attempt to 
destroy all enemies. 

i 

Death Dance A dance that can send all enemies to the 
hereafter, 

6 
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Healing and Reviving Spells B Beneficial Status Effect Spells 


SPELL 

DESCRIPTION 

NIP USED | 

Heal 

Restores around 30 HP to a single ally. 

l 

Midheal 

Restores around 75 HP to a single ally. 

4 

Fullheal 

Restores all HP to a single ally. 

8 

Multi heal 

Restores around 90 HP to all allies. 

12 

Omnsheal 

Restores all HP to all allies. 

36 

Reheal 

Restores some HP after each action. 

1 

Squelch 

Cures a single ally of the effects of poison. 

l 

Tingle 

Cures all allies of the effects of sleep and 
paralysis. 

1 

Zing 

Resurrects a fallen ally with a-50% chance of 
success. 

3 

Hazing 

Resurrects a fallen ally. 

15 

Kerplunk 

Sacrifices the caster's life to resurrect all allies. 

Caster dies 

Share Magic 

Gives halt the caster's MP to another ally. 

Varies 

Give Magic 

Gives all the caster's MP to another ally. 

Varies 

Hustle Dance 

Restores around 80 HP to all all ies. 

6 

Kerplunk Dance 

Resurrects all allies at the cost of the dancer's 
own life. 

Caster dies 

Meditation 

Restores up to 400 HP to the user, 

& 

AmorSeco Rain 

A revitalising shower that heals all allies on the 
neat turn. 

15 

Song of Salvation 

A song that revives a II allies on the next turn, 

15 


SPELL 

DESCRIPTION 

MP USED 

Oomph 

Increases the attack of a single ally. 

6 

Qomphie 

Slightly increases the attack of all allies 

10 

Buff 

Increases the defence of a single ally. 

3 

Kabufl 

Slightly increase the defence of all allies. 

4 

Accelerate 

Increases the agility of a single ally. 

3 

Accel eratle 

Slightly increases the agility of all allies. 

4 

Ping Encreases the wisdom of a singEe ally. 

3 

Knpmg 

Slightly increases the wisdom of all allies. 

4 

insulate 

Protects one ally from fire and ice breath attacks. 

2 

Insulatle 

Protects all allies from fire and ice breath attacks. 

4 

Bounce 

Forms a protective barrier that reflects the 
enemy's a nd tea misspells a like. 

4 

Magic Barrier 

Forms a barrier that reduces the effectiveness of 
foes' offensive spells. 

4 

Clang 

Forms an impenetrable wa II that nullifies si 1 of 
the enemy's attacks. 

2 

Deep Breath 

Increases the attack power of your next breath 
attack. 

0 

Blow hack 

Counters a breath attack by sending it back at 
the enemy. 

2 

Dodgy Dance 

Prepares the dancer to take evasive manoeuvre. 

1 

Brake Wind 

Creates a barrier that deflects the next breath 
attack. 

10' 

Fol low Suit 

Gain the next enemy spell or ability used for the 
rest of the battle. 

10 

Mending 

A defensive ability th a l greatly reduces damage 

3 

Champion 

taken. 


Counter 

Poise to strike an enemy with a counter-attack. 

64 

Mist Me 

Creates a shield that blocks a single attack of 
almost any kind. 

10 

Wave of Relief 

Removes most ailments from all allies. 

1 



The Hero’s Abilities 


The hero learns a few abilities as he makes his way through the 
adventure. Each of these is learned after completing one of the 
four shrines. Use these by selecting Spells and Abilities from 
the main menu. 


ABILITY 

DESCRIPTION 

Zoom 

Tele peris you to the last seautpest you visited. (Only works 
outside.) 

Evac 

Teleports you out of towers, caves, and dungeons. 

Whistle 

Calls nearby monsters with a cheerful whistle. 

Vanish 

Hides your presence from monsters. 
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The following table lists all of the traits in the game, which monster types have each trait and which skills teach each trait. 


TRAITS 


Metal Body 


Metal Beater 


Fly Swatter 


Last Word 
Early Bird 
Counterstriker 


Poisoner 


Paralyser 
Escape Artist 


DESCRIPTION 


Doubles your chance of 
attack. 


Damage from physical attacks is 
reduced by 1/3. 


Double Trouble 


Critical 

Massacre 


Go twice when you let the monster 
loose on A3. 

Doubles your chance of making a 
critical hit. 


Increases damage dealt to a metal 
enemy by 1. 

Ignore special agility bonus of flying 102 Cockateer 
monster, attack as if non-flying 


MONSTERS WITH TRAIT 


6 Drake slime, 12 Angel slime, 15 Dragon slime. 

19 Dark slime, 31Dragonthom, 34 Snapdragon r 
39 Seasaur, 42 Sea dragon, 46 Abyss diver, 47 
Megalodon, 58 Wild boarfish, 61 Ghimaera, 66 Hell 
hornet, 67 Eveel, 69 Hades condor, 74 Giant moth, 79 
Garuda, 83 Leopold, 84 Empyrea, 94 Night emperor, 
98 Gargoyle, 113 Rhapthome, 114 Rhapthorne (2nd 
Form), 127 Mecha-mynah, 145 Dracky, 157 Great 
dracky, 170 Malroth, 173 Ghost, 181 Phantom fencer, 

10 Metal slime, 18 Liquid metal slime, 23 Metal 
kaiser slime, 24 Metal king slime, 25 Darkomum 
slime, 27 Gem slime 

8 Wild slime, 13 Behemoth slime, 20 Dark slime 
knight 26 Grandpa slime, 28 Trade, 33 Nardragqn, 

54 Alabast dragon, 55 Dmgonlord, 62 Spiked hare, 

65 Great sabrecub, 70 Great sabrecat, 72 Scissor 
beatle, 73 Beetle boy, 80 Beetle bully, 86 Mischievous 
mole, 88 Hammerhead, 96 Brownie, 105 Moosifer, 

107 Buffalogre, 110 Don mole, 112 Dhoulmagus, 

114 Rhapthorne (2nd Form), 126 Gold golem, 134 
Golem, 143 Psaro, 168 Robbin' hood, 170 Ma froth, 

185 Restless armour, 186 Hellhound, 196 DuMan, 
198 Captain Crow, 200 Dr Snapped, 201 Wujfspade, 
202 Hawkhart 203 Cluboon, 204 Diamagon, 205 
Wuffspade ace, 206 Hawkhart ace, 207 Cluboon ace, 
208Diamagon ace, 209 Ace of 
111 Nimzo, 140 Killing machine, 144 Estark, 164 
Jamims, 166 Demon-at-arins, 167 Belial, 171 Zoma, 
194 Roseguardm, 199 Orgodemir, 200 Dr Snapped 
1 Slime, 16 King slime, 41 Hacksaurus, 43 
Tyrantosaurus, 56 Dragovian lord, 59 Scorpion, 75 
GorerilJa, 95 Weartiger, 133 Mimic, 135 Living statue, 
139 Trap box, 163 Boss troll, 169 Night clubber 
130 Hunter mech, 154 Headhunter, 72 Anti-metal, 84 




None 


None 


None 


None 



Counter physical attacks. 


Poison enemies with attack. 

Paralyze enemies with attack. 

Flee is always successful—except 
in boss battles. 


9 Slime knight, 11 Metal slime knight, 28 Trade, 68 
Bullfinch, 178 Demonrider, 189 Grim rider, 195 Bone 
baron 


2 Bubble slime, 22 King bubble slime, 67 Eveel, 74 
Giant moth 

59 Scorpion, 66 Nell hornet 
10 Metal slime, 18 Liquid metal slime, 23 Metal 
kaiser slime, 24 Metal king slime, 25 Darkonium 
slime, 27 Gem slime, 32 Argon lizard 


None 


Norte 


None 

None 
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Steady Recovery Regain 10% of max HP each round. 71 Treeface, 172 Mortamor 




Magic 
Regenerator 
Health 
Professional 
Frizimeister 

Bangmeister 


Regain 10% of max MP each round. 26 Grandpa slime, 40 Red dragon, 47 Megalodon, 

I 172 Mortamor 


SKILLS THAT TEACH 


102 Slimer, 165 Whack Ward, 168 Poison Ward, 171 
Gobstopper V^ard, 175 Paralysis Ward 


Healing magic costs 10% less to 
Frizz magic costs 10% less to cast 


4 Healslime, 17 Cureslime, 21 King cureslime, 148 
See urchin 


167 Dazzle Ward, 170 Antimagic Ward, 188 Mage. 
189 Pi 
None 


lime, 14 Beshemoth slime 117 Dancing 
flame, 174 Firespirit 


Nbne' 


Wtohmeister 

Crackmeister 

Zapmeister 

Zammeister 


Bang magic costs 10% less to cast 119 Spilnik. 149 Imp. 162 Archdemon, 167 Belial 
and deals 10% more damage. 

costs 10% less to cast ; 


None 


Woosh 

and 


more damage. 


100 Diemen, 159 Wrecktor 


Crack magic costs 10% less to cast 64 Jailcat, 118 Frostburn 
and deals 10% more damage. 

Zap magic costs 10% less to cast 12 Angel slime h 84 Empyrea 
and deals 10% more damage. 


None 

None 


None 


Zam magic costs 10% less to cast 1.9 Dark slime, 20 Dark slime knight 116 Shadow, None 


Double your chance of making a 
critical hit when your life is less 


than 1/4. 


13 Behemoth slime. 1- 


me, 56 


Dragfwian lord, 123 Cannibox, 147 Winky 


None 


Able Ambusher 
Magic Miser 


Doubles your chance of a preemptive 93 Jumping jackal, 160 Lethal armour 
strike nn the enemy. 

Magic consumption reduced to 3/4, None 


172 Ban Dance Ward, 173 Confusion Ward, 174 
Inaction Ward, 176 Sleep Ward, 190 Martial Artist 


Magic Scrooge Magic consumption reduced to 1/2, None 


154 Frizz Ward, 155 Bang Ward, 156 Woosh Ward, 
157 Crack Ward, 158 Zap Ward, 159 Zam Ward, 150 
Water Ward, 161 Th under Ward, 162 Fire Ward, 163 
Earth Ward, 164 Fine Breath Ward, 165 Ice Breath 
Ward 


Equip any weapon. 


None 


131 OberMage, 154 Frizz Ward, 155 Bang Ward, 156 
Woosh Ward, 157 Crack Ward. 158 Zap Ward, 159 
Zam Ward, 160 Water Ward, 161 Thunder Ward, 162 
Fire Ward, 163 Earth Ward, 164 Fire Breath Ward, 165 
Ice Breath Ward, 169 Drain Magic Ward, 191 Sage 
128 Captain Crow, 187 Warrior 
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The following is a list of the resistances that the monster types possess. There are four types of resistances: 


PROOF: THE MONSTER IS RESISTANT TO THAT TYPE OF MAGIC. 

HEALED BY: THE MONSTER IS HEALED BY THAT TYPE OF MAGIC. 

VULNERABLE TO: THE MONSTER TAKES EXTRA DAMAGE FROM THAT TYPE OF MAGIC. 

DAMAGE DOWN XX%: DAMAGE IS REDUCED BY A PERCENTAGE OF THAT TYPE OF MAGIC. 
RESISTANCE UP XX%: INCREASES RESISTANCE TO STATUS AILMENTS SUCH AS POISON OR SLEEP. 



Attack Magicproof (except Magic Burst) 

Bangproof 

Confusicnproof 

Crackproof 

Dazzleproof 

Decelerateproof 

Drain Magicproof 

Fire Breath proof 

Fizzleproof 

Frizzproof 

Healed by Bang 

Healed by Crack 

Healed by Earth 

Healed by Fire 

Healed by Fire Breath 

Healed by Frizz 

Healed by Ice Breath 

Healed by Lightning 

Healed by Water 

Healed by Zam 

Healed by Zap 

ice Breathprool 

Inactionproof 

Paralysisproof 


PoisoRproof 

Practically Invincible 

Sagproof 

Sleepproof 

Vulnerable to Bang 

Vulnerable to Confuse 

Vulnerable to Crack 

Vulnerable to Earth 

Vulnerable to Fire 

Vulnerable to Fizzle 

Vulnerable to Frizz 

Vulnerable to Inaction 

Vulnerable to Lightning 

Vulnerable to Sag 

Vulnerable to Sleep 

Vulnerable to Water 

Vulnerable to Whack 

Vulnerable to Zam 

Vulnerable to Zap 

Whackproof 

Wooshproof 

Zammproof 
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STRENGTH 

RATINGS 



This table ranks the monsters by their strength rating. Refer to the synthesis section of this guide for more information on this 
rating, The last column shows if the monster can be created through normal synthesis. 


STRENGTH RATING MONSTER 


STRENGTH RATING 

MONSTER 


NORMAL ] 
SYNTHESIS 1 

1 

1 Slime 

Slime ■ 


2 

29 Komodo 

Dragon 

Yes 

— 

57 Capsichum 

Nature 


— 

85 Platypunk 

Beast 

Yes 

5 

115 Bag o’ laughs 

Material 

Yes 

6 

145 Dracky 

Demon 

Yes 

■■HI 

173 Ghost 

Undead 

Yes 

8 

2 Bubble slime 

Slime 

Yes 

9 

30 Frou-fry Dragon 

Yes 

10 

58 Wild boarfish Nature 

Yes 

11 

86 Mischievous mole Beast 

Yes 

12 

116 Shadow Material 

Yes 

13 

146 Lips Demon 

Yes 

14 

174 Firespirit Undead 

Yes 

15 

3 Shell slime Slime 

Yes 

16 

31 Dragonthorn 

Dragon 

Yes 

17 

59 Scorpion 

Nature 


18 

60 Ora hid 

Nature 

Yes 

19 

87 Satyr 

Beast 

Yes 

20 

117 Dancing flame 

Material 

Yes 


147 Win ky 

Demon 

Yes 

22 

175 Stump chump 

Undead 

Yes 

23 

4 Healslime 

Slime 

Yes 

24 

32 Argon lizard 

Dragon 

Yes 

25 

61 Chimaera 

Nature 

Yes 

26 

1 18 Frostburn 

Material 


27 

88 Hammerhood 

Beast 

Yes 

Yes 

28 

119 Spitnik 

Material 

■ 29 

148 See urchin 

Demon 

Yes 

30 

1/6 Funghoul 

Undead 

Yes 

31 

5She-slime 

Slime 

Yes 

32 

33 Nardragon 

Dragon 

Yes 

33 

62 Spiked hare 

Nature 

Yes 

34 

89 Fencing fox 

Beast 

Yes 

35 

120 Goodybag 

Material 


36 

149 Imp 

Demon 

Yes 

37 

177 Muddy hand 

Undead 

Yes 

38 

6 Drake slime 

Slime 

Yes 

39 

34 Snapdragon 

Dragon 

■ics 

40 

63 Khalamari kid 

Mature 

Yes 

41 90 Chainine 

Beast 

Yes 

42 

121 King kelp 

Material 

Yes 

43 

150 Lump wizard 

Demon 

Yes 1 

44 

178 Demonrider 

Undead 


45 

179 Mummy boy 

Undead 

Yes 



50 

51 

52 

53 

54 

55 

56 

57 

58 


60 

6 ! 

62 

63 

64 


180 Skipper 
8 Wild slime 

36 Greer dragon 
65 Great sabrecub 

123 Canniixw 

92 Pan piper 

37 Skelegon 

93 Jumping jackal 

124 Rcckbomb 
152 Dessert demon 


Undead 

Slime 

Dragon 

Nature 

Material 


Ves 


Beast 




181 Phantom fencer 

125 Anchorman 

65 9 Slime knight 

66 38 Green dragon 

67 10 Metal slime 

68 6G Hell hornet 


Dragon 
Beast 
Material 
Demon 
Demon 
Undead 
Material 


Ves 

Yes 

Yes 


■a 


70 

71 

72 

73 

74 

75 

76 

77 

78 


94 Night emperor 
126 Gold golem 
154 Headhunter 



Material 


79 


81 


82 

83 


85 


182 Flyguy 

|Metal||i me knight 
39 Seasanr 
67 Eweel 
95 Weartiger 


127 Mecha-mynah 
155 Lesser demon 
183 Skeleton 

12 Angel slime 

13 Behemoth slime 
40 Red dragon 

14 Beshemoth slime 
68 Bullfinch 


Demon 


Undead 


Yes 


Yes 


Slime 

Dragon 

Nature 

Reasl 


Yes 

Yes 


Materia! 

Demon 

Undead 

Slime 

Slime 

Dragon 

Slime 


Yes 

Yes 

Yes 


86 

87 

88 


97 Bodkin archer 


90 


128 Mud mannequin 
156 Gryphon 
184 Walking corpse 
15 Dragon slime 


Mature 

Beast 

Material 


91 


41 Haeksaums 


Demon 

Undead 

Slime 

Dragon 


Yes 

Yes 

Yes 

Yes 

Yes 

Yes 

Yes 

Yes 

Yes 

Yes 

Yes 











































































































































































STRENGTH RATJNG 



69 Hades condor 



100 

101 

102 

103 

104 


158 Octavian sentry 
16 King slime I 


185 Restless armour 


Nature 
Beast 
Beast 
Demon 
Nature 
Material 
Demon 
Slime 


NORMAL 

SYNTHESIS 


STRENGTH RATING 


Yes 



137 Mum 


Yes 



186 Hellhound 
100 tikmm 


Undead 
Dragon 
Undead 



17 Cureslime 

130 Hunter lirech 

43 Tyrantosaums 

18 Liquid metal slir 

71 Treeface 
101 Notso macho 

131 Puppeteer 

72 Scissor beatle 

44 Metal dragon 
159 Wrecktor 

45 Great argon lizard 


Slime 

Material 

Dragon 

Sffme 

Nature 



■ 


195 Bone baron 

162 51 Mechan-o’-wyrm 

163 108 Razuzu 

164 24 Metal king slime 

165 52 Black dragon 

166 80 Beetfebulfy 


Material 

Undead 

Nature 

Material 

Demon 

Undead 

Dragon 

Beast 

Slime 


167 


Nature 


1£ 


169 


170 


139 Trap box 
168 Bobbin’ hood 


Materia! 


Undead 


Beast 


Material 

Nature 


Yes 


Yes 


Dragon 

Demon 

Dragon 


Yes 


187 Phantom swordsman Undead 

188 Skeleton soldier Undead 

19 Dark slime 
45 Abyss diver 


120 


122 


73 Beeileboy 
189 Grim rider 


■if 



171 

53 Drakufard Dragon 


172 

81 King squid 

Nature 


173 

110 Dun mofe 

Beast 


174 

140 Killing machine 

Material 


175 

169 Night clubber 

Demon 


176 

197 Wight king 

Undead 


177 

25 Darkonium slime 

Slime 


178 

54 Alabast dragon 

Dragon 


179 

82KftaJatoari 

Nature 


180 

111 Nimzo 

Beast 



124 


125 


132 Jum 

160 Lethal armour 
190 Soulspawn 
20 Dark slime knight 


161 Fallen priest 


tin dead 

Beast 

Material 

Demon 

Undead 




181 


183 


Yes 


Yes 


Yes 


184 

185 

186 

1811 


170 Malroih 
■198 


■lime 


47 Megalodfin 
74 Giant moth 


Demon 


Yes 

Yes 



188 

1891: 

190 

191 

192 

193 

194 


. Jin Crow 
26 Grandpa slime 
112 Dhoulmagus 
55 Dragorrlord 
142 Ruin 


Demon 

Undead 


171 Zoma 
143 Psaro 


83 Leopold 
27 Gem slime 
144 Estark 
172 Mortamor 


Slime 
Beast 

Dragon 
Material 
Demon 
Material 
Nature 



132 

162 Archdeimm 

Demon 


Yes 

133 

191 Stark raven 

Undead 


Yes 

134 

21 Kingcureslime 

SFime 


Yes 

Hi 

49 Draku large 

Dragon 

■ 

Yes 

136 

75 Gorerilia 

Nature 


Yes 

137 

163 Boss troll 

Demon 

■ 

■H 

138 

104 Gigantes 



Yes 

139 

134 Golem 

Material 


Yes 

140 

164 Jamirus 

Demon 


Yes 

141 

192 Wailin’ weed 

Undead 


Yes 

142 

76 Heftgafor 

Nature 




105 Moosifer 

Beast 



144 

22 King bubble slime 

Slime 


Yes 

145 

106 Mohawker 

Beast 



146 

50 Great dragon 

Dragon 


Yes 


139 Orgodemir 
195 84 Emyrea 

136 113 Rhapthorne 

197 114 Rhapthorne (2nd form) 

198 200 Dr Snapped 

199 56 Dragovlan lard 

200 28 Trade 



201 


202 


203 


201 wulfspade 

202 hawkhart 


Material 

Undead 

Dragon 

Slime 


i cluboon 


204 2G4 diarnagon 

205 205 wulfspade ace 

206 206 hawkhart ace 

207 207 clubocn ace 

208 208 diarnagon ace 

209 209 Ace of 



Incarnus 

Incamus 


148 107 Buffalogre 

149 165 Grac 

150 135 Living statue 

151 wmm i Metal kaiser slime 

152 78 Riptide 

153 166 Demon-at-ar ms 


Yes 


210 210 Wildcard 


Incarnus 

Incarnus 
Incamus 
Incarnus 
Incarnus 
Incarnus 
Incamus 



Beast Yes 

Demon 

Material Yes 

Slime 

Nature 


154 


155 


133 Tortured soul 
136 Bee 


Demon 


Undead Yes 

Material 


Yes 
































































































































































































































The following table shows synthesis combinations that do not follow the usual rules of general synthesis. Create the monster on the 
left with the combinations on the right. 


MONSTER 

SYNTHESIS COMBINATION 

81 King squid 

11 Yabbyx 165 Graces 

169 Might clubber x 63 Khalamari kid 

92 Pan piper 

87 Satyr x 129 Dingaling 

96 Brownie 

88 Hammerliood x Mature Family 

98 Gargoyle 

155 Lesser demon x Beast Family 

105 Moosifer 

107 Buffalogre x 92 Pan piper 

107 Buffalogre x 87 Satyr 

106 Mohawker 

107 Buffalogre x 70 Great sabrecat 

107 Buffalogre x 195 Bone baron 

107 Buffalogre x 8 Wild slime 

108 PazLizu 

103 Silvapithecus x 104 Gigantes 

103 Silvapithecus x 134 Golem 

103 Silvapithecus x 164 Jamirus 

103 Silvapitliecusx Sitting squid 

109 Atlas 

104 Gigarttes--x '105 Moosifer 

104 Gfgantes x 79 Garuda 

104 Gtgan-tes x 163 Boss troll 

111 Nimzo 

17G Malroth x 82 Khalamari 

170 Malroth x 53 Drahutard 

11Z Dhoulmagus 

55 Dragontord x 143 Psaro 

55 Dragonlcrdxl44 Estark 

113 Rhapthorne 

111 Nimzo x 112 DhouSmagus 

114 Rhapthorne (2nd form) 

113 Rhapthorne x 171 Zorn aw 

117 Dancing flame 

118 Frostburn x 119 SpitnEk 

118 Frostburn x 174 Firespirit 

118 Frostbum 

117 Dancing flame x 103 Silvaptth-ecus 

117 Dancing flame x 15 Dragon slime 

120 Goodybag 

1 15 Bag o' laughs x 1 15 Bag o' laughs 

123 Cannibox 

120 Goodybag x 120 Goodybag 

125 Anchorman 

129 Dingaling x Demon Family 

126 Gold golem 

134 Golem x 49 Drakularge 

134 Golem x 27 Gem slime 

130 Hunter mech 

160 lethal armourx 11 Metal slime Knight 

136 Boe 

137 Mum x Nature Family 

138 Boh x Nature Family 

132 x Nature Family 


MONSTER 

SYNTHESIS COMBINATION 

6 Drake slime 

1 Slime x Dragon Family 

14 Beshemoth slime 

5 She-slinme x 13 Behemoth slime 

16 King slime 

13 Behemoth slime x 13 Behemoth slime 

17 Cureslime 

4 Healsfime x 14 Beshemoth slime 

18 Liquid metal slime 

10 Metal slime x 10 Metal slime 

21 Klngcureslime 

16 King slime x 16 King slime 

30 Frou-fry 

32 Argon lizard x Beast Family 

33 Mardragon 

29 Komodo x Material Family 

34 Snapdragon 

31 pragonthorn t Undead Family 

37 Skeleton 

36 Green dragon x Undead Family 

41 Hacksaums x Undead Family 

38 Dragum 

35 Jargon x Nature Family 

40 Red dragon 

3G Green dragon x Beast Family 

42 Sea dragon 

67 Eveel x 39 Seasaur 

44 Metal dragon 

40 Red dragon x 130 Hunter mech 

40 Red dragon x 11 Metal slime knight 

46 Abyss diver 

39 Seasaur x 69 Hades condor 

51 Mechan-o'-wyrm 

50 Great dragon x 44 Metal dragon 

52 Black dragon 

50 Great dragon x 195 Bone baron 

53 Drakulard 

49 Drakularge x 109 Atlas 

49 Drakularge x 308 Pazuzu 

54 AJabast dragon 

51 Metftan-o r -wyrm x 53 Drakulard 

55 Dragonlord 

54 Ala bast dragon x 27 Gem slime 

54 Ala bast dragon x 198 Captain crow 

56 Dragovian lord; 

113 Rhapthornex 55 Dragonlord 

59 Scorpion 

60 Crabid x Nature Family 

72 Scissor beatle 

77 Yabbyx 59 Scorpion 

76 Heligator 

165 Gracos x 81 King squid 

78 Riptide 

93 Jumping jackal x 76 Heligator 

79 Garuda 

164 Jamirus x 69 Hades condor 

80 Beettebully 

73 Beetleboy x 24 Metal king slime 






















































































































161 Fallen priest 


162 Archdemon 


| MONSTER 

SYNTHESIS COMBINATION 

137 Mum 

136 Boe x Material Family 

138 Boh x Material Family x 132 x Material 
Family 

138 Boh 

137 Mum x Beast Family 

136 Buex Beast Family 

132 x Beast Family 

140 Killing machine 

130 Hunter mech x 142 Rum 

130 Hunter mech x 187 Phantom swordsman 
130 Hunter mech x 51 Mecharno-wyrm 

142 Ruin 

126 Gold golem x 141 Mumboh-jumboe 

141 Mumboh-jumboex 135 Living statue 

143 Psaro 

142 Ruinx 194 Roseguardm 

144 Estark 

80 Beetiebulfy x 143 Psaro 

152 Dessert demon 

153 Drakulard Dancing devil x 149 Imp 

160 Lethal armour 

185 Restless armour x 158 Gctavian sentry 

185 Restless armour x 153 Drakulard 

Dancing devil 

185 Restless armour x 155 Lesser demon 


159Wrecktco 131 Puppeteer 


152 Dessert demon x 105 Moosifer 
152 Dessert demon x 101 Notso macho 




MONSTER 

SYNTHESIS COMBINATION 

172 Mortamor 

111 INIimzo x 144 Estark 

178 Demonrider 

37 Skelegon x 183 Skeleton 

37 Skelegon x 9 Slime knight 

37 Skelegon x 181 Phantom fencer 

187 Phantom swordsman 

188 Skeleton soldier x 188 Skeleton soldier 

189 Grim rider 

178 Demonrider x 185 Restless armour 

192 Wailin'weed 

121 King kelp x 183 Skeleton soldier 

121 King kelp x 187 Phantom swordsman 

194 Roseguardin 

160 Lethal armour x 73 Riptide 

160 Lethal armourx 195 Bone baron 

195 Bone baron 

189 Grim rider x 20 Dark slime knight 

189 Grim rider 106 Mohawker 

196 DulEahan 

195 Bone baron x 142 Ruin 

195 Bone baron x 193 Tortured soul 

195 Bone baron x 181 Phantom fencer 


197 Wight king 


199 Orgodemir 


200 Dr Snapped 


193 Tortured soul x 16 King slime 
193 Tortured soul x 22 King bubble slime 


55 Dragonlord x 172 IVIortamor 


114 Rhapthorne (2nd form! x 199 Orgodemir 
193 Captain Crow 1 25 Darkonium slime 


163 Boss troll 

104 Gigantesx 107 Buffalogre 

104 Gigantesx lOODiemon 

100 Diemon x 107 Buffalogre 

165 Gracos 

162 Archdemon x 158 Octavian sentry 

162 Archdemon x 99 Merman 

167 Belial 

162 Archdemon x 109 Atlas 

162 Archdemon x 50 Great dragon 

162 Archdemon x 126 Gold golem 

162 Archdemon x 152 Dessert demon 

169 Might clubber 

163 Boss troll x 49 

163 Boss trail x 108 Paauju 

163 Boss troll x 48 Frou-frou 

170 Malroth 

166 Demon-at-arms x 135 Living statue 

166 Demon-at-arms x82 Khalamari 

166 Demon-at-arms x 107 Buffalogre 

171 Zoma 

170 MaJrath x 195 Bone baron 

170 Malroth x 196 Dullahan 

170 Malroth x 197 Wight king 


201 Wulfspade 

Encarnus k Mature Family 

202 Hawkhart * 

Incarniis x Demon Family 

203 Cluboon * 

Incarnus x Material Family 

204 Diamagon * 

Incarnus x Beast Family 

205 Wulfspade ace* 

Incarnus x Rank A Mature Family 

206 Hawkhart ace * 

Incarnus x Rank A Demon Family 

207 Cluboon ace * 

Incarnus x Rank A Material Family 

208 Dram agon ace* 

Incarnus X Rank A Beast Family 

209 Ace of Spapdes 

205 Wulfspade ace x 83 Leopold 


210 Wildcard 205 Wulfspade ace x 84 Emyrea 
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